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Hens has broken of a remarkable new 
development in the field of desktop 
puMishinft WtSj producers of the highly 
soccesfid AKX Mouse, have released the AMX 
PageMaker that they clain trill 
giw^'freedc* of the press', 
Kany, seeaingly mid, 
claims have been made for the 
product hut official 
confirmation of its potential cones f™ a 
review in the M U? issue of tetrad Action, 
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A f rightening new disease is sweeping the 
country, apparently contracted by plaint a 
nev game called StarjUder, Sufferers are 
unable to leave their computers alone and 
when pulled away fro* them sit in a trance 
like state mumbling liytfk jot i 
Novenia 1 . 




the first people to see the finished 
product Kou will drool when you hear 
what tt$ J s PageMaker can da' Further 
investigation revealed that the package 
had 'the potential to create 
startlingltf good newsletters, 
press releases, even small 
magazines/ 

Unconfirmed eyewitness 
reports said that the publishers of several 
national daily newspapers, had been seen 
throwing themselves off tall buildings, after 
reading the M review of Fasemaker, One 
ex-editor, made redundant by the arrival of 
Pageaaker, told us Do you wan me? Hell if I 
get fiy hands on those people at ffiS 111 rip 
their™, (cent pSS> 

inns 

On the heels of Frankie Goes to Hollywood, 
fingie jdflfastenders and wimpy Hicksy 
cones J^^Wiart topping sensation, The 
Husic y this renarkable new add-on 
ks set m the music world on its head 
with some of the most exciting sounds heard 
for a long tine, 1 
After a day in the recording studio 
it the music correspondent fron 
Action, MW Rich, said %u£ 
Hfwi sampler, piano, echo aw 
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FRONT END 



EDITORIAL • NEWS « LETTERS 

S^ED-UNES 

The Ed spouts forth on the New Tear. 
6 REACTION 

Praise, criticism and controversy from you. 
14 AM SCENE 

AJJ that's fit to print and some that isn't. 

19 SUGARMAN 

Will our hero have a pescefuL New Year? 



ACTION & ADVENTURE 



GAMES • MAPS • THE PILGRIM 

47 ACTION TEST STARTS HERE 

Trie full story on another bumper month for software. 

48 ALIENS 

The game of the film that you won't war t to play alone. 



50 STARGLIDER - Mastergame 

Fabulous vector graphics in a space battle bursting with 
garaeplay. 




54 PALITRON 

Isometric 3D action with superb use of colour. 
54 ANTIRIAD 

Great animation and scenery as you battle to tree Earth, 
60 THE HIVE 

The iaies* masterpiece from the peopia who brought you 
Elite 

60 KAT TRAP 

Addictive frost: at ion from new lab&l Streetwise. 
64 SPACE HARRIER 

Fast furious graphics and action in a cracking arcade 
conversioiL 

64 XCEL 

A great budget game with delightful graphics and addictive 
action. 

78 THE PILGRIM 

Strikes forth io discover Swcou Dreams, Apach$ Gold, Winter 
Wonderland and Dracula. 



SERIOUS SIDE 



SOFTWARE • HARDWARE • PROGRAMMING 

20 MUSIC MACHINE 

Ifrums, piano, sound^sampling - loud and lovely. 



22 PAGEMAKER 

The answer to every would-be publisher's dreams. 
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26 PROBLEM ATTIC 

More delving into the disk operating system. 

37 BOOTING UP CP/M - Part 8 

Wrapping up our series with a summary of past topics. 

42 ABSOLUTE BEGINNERS - Part 10 

Our course in Basic comes to a dose. 

44 RED BOXES 

Can your fimstrad and Red Boxes run your home? 



INTERACTION 



CREATED BY YOU AND FOR YOU 

28 TYPE-INS 

Lota more lovely graphic demos, a new language and even a 
pet budgie! 

34 HOT TIPS 

How to get the most out of your Bank Manager plus other 
handy hints. 

41 DAY IN THE LIFE 

How one medical man uses a 6128 at work and at play. 

74 CHEAT MODE 

Pokes, tips and maps galore. 

88 COMPETITION 

Results of the Master Blaster comp and a chance to win the 
Maalergame, 

92 MAILORDER 

Order software from your armchair - if s so easy. 



90 HEARTLAND MAP 

Finding your way round Odin's graphic masterpiece. 



94 SPECIAL OFFERS 

Save, save, save on some great bargains. 




changeable, it's addictive and you'd better 
uy it or you'll never fbrgiv§ yourself! J | 
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Looking good for '87 



The Amstrad CPC machines ate entering the new year as strong 
as they've ever been. The games are better than ever, the serious 
software t$ more varied and interest in<r» and users are linding more 
and more things that the Amstrad can do. 

This issue shows just what's possible when people put their 
mmds to if- Pagemaker has appeared at last and it was really worth 
waiting for. Il may wel] be the utility of the yeaj. Anyone can now 
produce high-quality newsletters, magazines, documents - even 
magazine covers! Just to show whai a versatile beast youi Attistrad 
is there's also the Music Machine to turn it into a drum machine, 
sound- sampler, ptano and all round musical genius. With these Two 
products you'll never have heard your machine look or sound better. 

The Pilgrim is also having a bumper month with six pages 
packed with good things, As well as reviews he starts the 
programming feature in earnest and has a look back at last year's 
big adventures. 

Your own contributions are stil] the most vibrant sections of the 
mag with all that enthusiasm bursting through. Reaction is packed 
with stimulating letters. Type-ins are more varied and interesting 
than ever, there's a fascinating Day in the life account from a 
medical itian, and Cheat Mode is chock-a-block with your pokes 
and playing tips. 

On the games side there's Stai&lider as Mastergame and a 
competition to go with a 1 and a strong supporting cast including 
Aliens and Space Hairier. 

Here at the Old Barn we re just gearing up for the Christmas 
celebrations as we go to press, so don't be surprised if next month 
there's evidence of a few hangovers. Here's to 1987 let's hope it's 
as good to CPC users as 1986 was. 
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Tape tribulations 

OK, OK we know Boomd&rk's 
RevEirgG wasn't on the cover cass- 
ette - thai was Firebird's mistake 
- and we know the sound digitizer 
wasn't either* that was our mistake. 
Humble apologies. To cheer you 
up, we've got a little routine that 
will transfer the Dniid demo to 
disk. 

Have a formatted disk ready m [he 
drive. Wind the Christmas Aval- 
anche? iape to The stan of the Druid 
demo r Then type in direct mode 
(thai is ( . don't use line numbers) 
the following. Press the Return or 
Enter Ve-y after each of the nine 
commands. This will transfer the 
demo to disk: 

iT*PE.:N:«H0<r i«9 

SAVE ,- D«UI3- BAS 
LMWltE.H)t N 

t tll2 

L0AD ifr DRUlDSClt 4 BtN%t4DDO 
SA« M MUlDSC«,BIM -B ,B^tO 

LOJID n PLM k B]N M 

SAvE"Pnv.BiN ,- # a # *zaaa 



No slashes 

We haw a ww typesetting mach- 
ine this month, which is still having 
teething problems so please 
watch cm for a couple of points, 
tn program taings, be careful to 
spot the difference between the 
number zero and the letter O 
because we haven't been able to 
put the slash on the zeroes Re- 
member vou will never find a 
letter O :n a data statement 

AJso watch cut for any hash 
■ymbols {Shifted 3 key) that have 
pnned as pound signs. We think 
we've spotted them all. but juse an 

CB comin* at ya 

m b&. you're all wondering who 
the mysterious CB is that appeared 
doing game re views in the last 



issue. Well I can reveal all It's 
Chris Boothman, a local lad who 
wlJ be doing game reviews for us 
from now on Chris is 19, works 
as a- computer operator and owns 
a €128 with colour monitor 

Missing rave 

Another one of those naughty 
lave symbols went trussing again 
Last month. This time ii sUpped off 
B&ck to Fedhty. 



Day in the Life 

This month Dr Patrick Haikin has 
shot to stardom With his account 
of how he uses h-s 6128 both in 
his work as a pathologist and at 
play. If you think other readers 
wil! be interested m what you do 
with your Amstrad, whether it's 
unusual, at work or at play. Then 
get in contact with us and fame 
and fortune -'wtlL a few crisp 
tenners actually) can be yours 



Hotline 

Our phones are open from 3 to 6 
on Monday afternoons for you to 
contact us with queries regarding 
Type*™- and Cheat Mode- Any 
other technical problems; are best 
deait with via letters because they 
frequently involve very long and 



complicated solutions which are 
time- consuming on the telephone. 
We'll do oar best to cope wiih 
problems, but were not a tech- 
nical support s^rv^ce and our run* 
is binned because we have a 
magazine to produce. 
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From the north and from the far south, readers again 
this month have top! the Old Barn's postman busy* 
We've even had q few on PresteL Keep them coming! 



Full marks for vice 

Yo jr December Action Test re- 
viewed Miami Vice. I* was given 
reasonable marks, but tho graph 
showed 100% on each, section, 

I have a hint for the Firebird 
game Harvey Uesdbungei: when 
you start you just go around the 
perimeter of the square anti- 
clockwise and you Will trap the 
other [Hiirfion and get most of the 
cocktails. 
Neil Cunui 
Devizes, Wilts 

No, if wasn't rhar good. Tbor w*y 
tfOJtig araotfier late-night session, 
it s&ems. 

Ind-X-rated 

] have read your magazine since 
the first issue, and must 
compliment you on rhe quahry of 
writing and the maturity of outlook 
displayed within your covers. You 
mair.lam a pleasing balance be- 
tween che childish enthusiasm of 
some magazines and the dull stat^ 
idity of others, 

I am not 3 computer owner 
but 1 constantly dream of what I 
will buy when [ acquire ariflckrat 
funds Computer magaz;r.es die 
therefore, for me, a form of porno- 
^rapby. feeding my sdle fantasies, 
and AA has petformad adriuiabty 
in this rale. Indeed my continued 
interest in che Amstxad as an 
object of desire can be targely 
attributed lo the wit and intelli- 
gence ol AA s reviews and artic- 
les 

There is. however. One glar- 
ing omission from your pages that 
you should take immediate steps 
to rectify, A source of so much 
valuable information as AA ss 
bound to be used as a reference 
work. At essentia] nern in any 
reference work is an index. When 
I finally possess an Amstrad I will 
constantly wish to refer to half- 
ranembercd articles, reviews 
Hps. poke* ard programs. How 
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am I to find them without pains- 
taking search through a pile of 
magazines rapidly becoming dog- 
eared? 

This simple addition would 
satisfy my scholarly mind and 
make perfect my enjoyment of 

Ian Fraser fames 
WlulstabLe, Kent 

An index vsould be handy afvwid 
the office too, when Dob Wade's 
brain isn't J?erw ro ask. One day 
In the meantime faithful reader 
Jiilre Cilg of 9 Sylvan Ave, Exeter. 
EX4 6E£ keeps an index of games 
r#view$ (50p -f stamp). 



Nameless gremlin 

I was playing Ali-gaca s Defend or 
Die for about 10 minutes and was 
totally bored out of my skull, so 
decided to press all the keys at 
The same time and crash Instead 
this it what cams up on the screen: 

"After the enterprise operating 
system even another ZtfO machine 
even the CPC 46 bloody 4 is a 
relief The prize for finding this 
hidden page Is ihe height of your 
dreams with Gremlin's - low- 
paid alternative to Tony Crowthet, 
Heiio to the Sourh Majacfcester 
crowd at Ardwick Banff Road and 
Longford Place. 1 can often be 
found in the corner of the Whit- 
math Hotel and you are ail wel- 
come to drop in whenever you 
like and buy me as many pints Of 
Pedigree as yput bank manager 
wiJl let you H Proas enter to continue 
Bprag Thung." 

Hope this letter is helpful in 
tracking him down and baying 
him a pint. 
Alan McGlaBghlm 
Glasgow 

Methinks he had a little too much 
to drink already. 



We're not so bad 

I may have misjudged Amstrad 
Action. Issue 1 seemed to be all 
games reviews and K daze I say K f 
a bit childish, so I decided it was 
not for me. 

But I chanced to encounter 
issue 15 and how you've clumyed! 
Useful ancles and reviews and, 
praise be, interesting letter pages 
Willi editorial comments only 
when necessary. Axe back issues 
available? 

Enclosed is a bingo program 
as requested in Problem Attic. 
Dorene Cox 
Dageriham. Essex 



/ hesitate to reply to this one. Back 
copies of issues 3, 4 (with cass- 
ette)* 5, 4 10, 11 12, if 15 md 16 
and the cassette thai was on issue 
3 are plentiful So are bingo progs! 
Send no more: 



Tulip time 

Here's a tip for aH budding gar- 
deners around the country. If you 
were wondering how your Arnold 
could help you grow your FsowerSj 
follow these instructions: 

Put your Arnold through the 
liquidizer and pour into saucepan. 
^ Add SOQg of sugar, (664 owners 
may prefer to use the real thing.) 
► Add one bottle of jelling agent 
^ Bring to a rolling boil ar.d pour 
into glass jars. 

^ Store jars unri] early February, 
^ Spread paste liberally around 
the place where you planted your 
bu.bs. 

Wast for a few weeks and - 
sue enough - your flowers will 
pop up from the ground, for every- 
body knows you get TuJaps from 
Amstrad jam. 
Daniel Homer 
Michitihampton SEo 



***** 



BarnunrTs time warp 

It happens to every magazine in 
che end. What I mean is that your 
mag comes out nearly a monrh 
early, This might be good becauss 
we all g# our favourite mag nice 
and early, It also means that the 
Chnstmas issue ends up bemtj 
January. Most other mags keep ii 
to December. (With the result that 

1 sent you Chripsmas greetings 
early sn isir«e tor Mie Ec-comber 
issue. Do you keep Lhose types of 
letters for the right issue?) 

You could pnnt two January 
issues, the Chr^rtmas one and a 
January special so tfte February 
issue would be in February How 
about that? 

I and many others are very 
anxious to yet a copy of issue 1 or 

2 (I want boihji So as vou Have 
much Chrisimas cheer at the mo- 
men. could you nexl month, set 
aside a small column for . anybody 
who has ar. issue 1 or 2, or any- 
body ypho wants a 1 or 2. Just a 
name and an addrwra sTioujd do. 
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He's got it on his little list 

tt you're mto iwfcr yvu may be interested in this little lot from Phii 
MaxfieJd of Rotheritam You can contact huti at his home address 
or phone number for more derails. 

Amstrad Program Guide: This guide is probably the most 
comprehensive available anywhere. h covtrs avgi MOO programs 
and is constantly being updated. The gtade ind Scales program iype>, 
crwr on rape and disk, compatibility plus an asscssmtEil where 
Hva:lable. 

Am&lrad Chan: The besl 10 the worst of Amstrad software. A 
ooRi^;lrition of ail the leading magazfrte reviews £or Amstrad 
ware (rom isi? piember Co dRt*?, iRCiudmcT issues 1 16 of 
Amstrad AcUcn. Covers reviews o.n over programs and is 
updated weekly. 

Infinite Lives Guide: An index of where lo find :rjfmite |;ves 
pokes, maps, adverlure tips and sokilioruL Covers over I^O games. 

These programs are available on disk as data running 
under Masierfi}*, or as hardcopy. 
Phil Mufidd 
4tf The Brow, Erecks 
Kothc rriam, S Yorkshire 
SS5 JSP Tt.1: (0109) 54 SOS 5 



Which word-proc? 

Hello, this is the Open LearnirLg 
Centre in St AustaLI, Cornwall 
Couid you please advise me what 
is the best buy tor the Amstrad 
machines in word-process ir e? 
packages? 1 have a student want- 
ing to know which computer sys- 
tem to buy. Thank you very much. 
Richard Burridg e 
St Austell, Cornwall 

T d choose a CPC512S with Protetf 
on row. The PCW would give you 
b printer but no possibility of 
colour or proper sound, and Pro 
Text is better than LocoscripL 



Users, unite! 

I would Uke to inforrr. fellow Am 
sirad Action readers of a new user 
group which I am running* 

For a minimal subscription 
fee members receive e bi-monthly 
newsletter, access to a public-do- 
inair. software library phis far too 
much mroe lo lift here. 

If anyone :s interested, please 
send me a stamp for fill] details, 
Gary Carter 

United Amstrad User Group 
t Magnolia Close 
FriM:V. B i.m. Hants, POM* IPX 




I Could you print my address in 
t anyone warns to contact me 
specialty? I for ore v/fll purchase 
pr 2 in almost any condition 
(a£ paces present, preferably). 
Pol NJcholls 
Rpddegdon, Herts 

And teppy new yo3T in Fvbn^ry. 
ftracnty I think the practice is 
or same category as t&9& 
ptxw£*&. As for No.L itjs rare we 
bmr of ftfbodv wanting to part 
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Index two 

rm sum many readers must feel 
as frustrated as I have in the past: 
you're stuck in a game and re- 
member seeing something a few 
months ago but can"! remember 
which i&siie, so you wasie iiynu 
hunting through back issues hop* 
ing to turn up something which 
will help. 

I have spent a considerable 
lime compiling a join! index of 
issuer 3 15 o: Amstrad Action arid 
all issues up to and including 
December of Amstrad Com- 
puter User. Thfc ind^x oovors 
some SO0 CDitimcrciat games, ad- 
ventures dnd some educational 
software It iel]3 you where to find 
some LQOO reviews, previews, 
pokes, dues, maps etc, and T 
believe it will prove an invaiuabie 
hmesaver to any dedicated 
games- pb yet 

Copies are available from me 
i&r Jt 1 plus a large SAE. 
Michael McFaul (sub^crib^r': 
67 Belmont Church Road 
Belfast, N. Ireland, BT4 3FG 



Independent's best 

Why is it thar software houses who 
do not specialise in she Arnold 
seem lo produce iho best games 
for it? Amsoft produces diabobcal 
tjamejs and ye T i; is part of the 
Amstrad company. Moreover 
moat of its games cost HO. Mi 
Sugar may produce brilliant com- 
putor$. bul I think he's forgotten 
abour the home users and gsm^s 
addicts. 

And lastly a warning to ev- 
eyone; do not buy a Trojan LP- 1 
light pen. It works only &vexy Other 
time. Another thing Arnsrrad 
should work on. 

All said and done Amstrad is 
the best and Id like to thank 
Amstrad Action for a magazine 
ihat shows us how to get the most 
out of Arnold 
R Heaney 
Edinburgh 



You see why were proud to Call 
ourselves NOT an official Amstrad 



Moaning 

I wriEe this letter, bored out of my 
skulE by an alienutive Arnsrrad 
mag. I was recently reading the 
November AA. After several oi 
the letters I researched other He- 
action pages. I found many 
■moaning letters/ of a different 
kind. These letters were sent by 
people moaning about f>eople 
moaning! And what's more, now 
Tve sent m this Ictier, osher people 
will copy and start moaning! 

So te( (hat be an end to it. This 
mag .s supposed to be light ericr- 
taJrimem; let's not bog u down with 
moaning letters Other than that, 
Jove your mag. 
Adrian Le? 
Norwich 

There we have it. The ftm! lettet 
moaning About tetters mowing 
about moamng- letters. 
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Vintage stuff 

During this period [ was con- 
ned into joining the Amstrad User 
club just in rime to be gold dowr 
the river to Lazahold Ltd My 
pimtshment for joining has been 
10 rec&ve a copy of Amstrad 
Computer User every month for 
The past year. My sentence is 
almost up, and when it is. no more 
ACU, 

The cuily things I do not like 
about Aivstrad Action is a certair. 
raxdiness :ti your order dAparr- 
ment and the binder, It is big, 
clumsy and capable of taking 
more ihan 12 magazines, so why 
not extra wjt&s so each binder can 
be filled to capacity? 

love your mag. 
Adrian Lee 
Norwich 

Simulated to action 

I am writing to get something off 
my chest which often niggles me 
about the presentation of Slight 
simulators by some software pub- 
lished 

in any aircraft one pulls tack 
cm the joystick to raise the elevator 
and gam height. Conversely, to 
dbve K push the stick forward. 

The game which prompted 
me to dig out my WP is Top Gun 
from Ocean. Luckily, before T 
bought rr I noticed the Card inlay 
set out the joystick controls as up 
for up and down for down. This 
might seem sensible 1 lo many peo- 
ple, but for one used to flying 
aeroplanes (models, not the real 
Thing 1 ) it is very confusing. Trying 
to manoeuvre at low height in 
combat, it is too easy to end up 
pranging the plane by pulling 
back, instinctively thinking it will 
go up. (Mind you that often hap- 
pens iq my models as well - pilot 
error.) 

I still think Fighter Film (from 
Digital Integration} is the best 
Right simulator, and the ;oysttck 
controls are round the tight way, 
Michael Anders 
GilUnghanip Kent 



Where to buy no 
monitor 

Derrick Kahr. asked (Reaction 16} 
whether it was possible to buy a 
Si 33 computer without a monitor. 
You replied, "it's unlikely youU 
It.6 a retdiler willing to sell the 
computer without monitor/ In my 
mum's mail order catalogue, Great 
Universal, yau can buy the 464 and 
612S with a mom lor or (costing 
L**s) a modulator. 

Mrs Lynn Dairies (same Issue) 
should think herself lucky because 
I haven't completed one adver.Ture 
except for Forest at World's £fcd* 
when t used a map and the solu- 
tion. 

Richard Nellist 
Stockton-on-Tees, Cleveland 
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Points for 

* PRINT your name clearly 
il you Wpni us to spell it right. 
You should see some of this 
signatures we get I 

► A telephone number 
mighl b& useful in case we 
need to check something 
before printing your Setter. 

► Please don't expect indiv- 
idual r uplifts, Aitpo dally on 
gamos problems we get 
jusfc too many letters and 
would have no time left to 
put out your favourite mega- 
mag 

If you have points for 
various departments (e^i. Pil- 
grim, Type-ins. Subscrip- 
t-QJis, Mail-order) please 
Vviitc them them on separate 
sheets of paper. Some mem- 
bers of the AA team are free- 
range - they are not con- 
fined eg stalls in the Old Earn- 
So if you expect ony bit Of 
paper lo be shared round, 
I'm afraid you multiply the 
chances of it getting lost. 
Make sure your name -ind 
address is on each, bus you 
can post them all in one 
envelope. 



Big game 

I own a 6128 and have never seen 
a I£8k game for it- And I'd like a 
penpal. 

Robert Stun (ago H) 

II King? Park 

Dereham, Norfolk, NR19 2.AH 

Try Meltdown from Aiiigst* (£S 
and £JiS9 reviewed m &» 11, 
rating 67%. 



Penpats, please 

> Bradley Joy. 11 Grange way, 
SmaLlfJeLd, Horley, Surrey, RH6 

SLZ. 

► Scott M'Ghie, 3G Nenbyr«s 
Crescent. Gorebridge, Midloth- 
ian, 4UG 



Second opinion 

We have read your unflattering 
report on our Screenvision (issue 
IS) and offer the following com- 
ments: 

1 The illustration is not our 
Screer.Yiszon bur EhaE of a competi- 
tor, DETiroxiiCSr If you did try this 
product and not ours it would 
explain the poor results. The DK" 
trorJcs model is filled w;ih old 
technology and circular tuning, 
prevalent in television sefs in the 
1950s and 1960s, There axe no 
controls for tone or colour, essen- 
tial for user-preferred balance 
The S^eenvi£Eon uses up-to-Ehe- 
rrtnute technology with latest 



pushbutton preset tuning and 
manual override for volume, tone 
ar.d colour. 

2r Screenvt&ion has been test- 
ed to British Standards in labora- 
tory conditions and also in both 
high- and low -signal areas. It has 
also been tested with internal and 
external aerials. In all tests; over a 
three-month period our Screen- 
vision compared in every resperi 
with purpose-built televisions 

3. Wo fail to understand your 
reporter s statement, 'Best to buy 
a television rather than qo through 
this rigamarole." He has missed 
the whole point of ScxeerwisioiL 
Amstrad owners will already have 
a monitor, and if not in use with 
the computer if has no other func 
uon. With Ecreenwi&ion it is possi- 
ble to give the monitor dual use 
as a television w'dh a slightly bea- 
ter picture than a standard 625- line 
television set. Any television set 
needs to be luned, and once tuned 
can be switched off and on as 
required with out retuning. It's the 
same for Scre^nvision- Plugging 
in and unplugging one simple ca- 
ble is hardly a rigamarolc' 

4. We [ail 10 understand the 
comment "E^p^nsive for what it 
does'- Thft cheapest portable col- 
our TV retails around £ - twice 
the price of Scrccnvisiori. What 
television set ai £140 also gives 
you composite and RGB output, 
rc-h output etc. not to mention; 
auxiliary power supply? Iris also 
pebble to route Betama* and 
VHS video recorders to the com- 
puter monitor, something not pos 
sihte with a standard TV set 

5. We do not agree Screen- 
vision gives poor images, Images 
- fee both, purpose-made TV and 
Screenvision - are dependant or, 
signal strength in the local area. 
Our showroom m Northwocd, 
Middlesex, for example, is in a 
poor-signal area, surrounded by 
high trees: signal ghost comes in 
from transmitters at Crystal Palace 
and CiUhern TV, You are invited 
to call unannounced and see 
Screenvision in action on various 
monitors ar,d alongside various 
portable TV sets. The ptctgure 
received on the Amstrad colour 
mooter ^once the tuner is correct- 
ly tuned) is as dose to an oil 
r-nr " r--T ^ v:-_ w:U get- We use 
both internal and external aerials 
in tiie showroom. 

6. Finally, we have sold just 
aver 1 ,000 Screer-Visioris in the UK 
to date and have received many 
compliments pn sts performance. 
Over 3.CKKJ sea have beer, expor- 
ted (with Pa" BG tuners) ar\d many 
repeat orders made. It Is unfortu- 
nate your viewer had such a low 
opimonof the product, bui happily 
it win sell strongly on its merits. 
Screenviston wdJ give mariy years 
of trouble free enjoYmcn: 10 (he 
user. Should the owner sell his 
Arnstrad almost all RGB (linear) 
and composire-vtdeo monitors are 



catered for in Screenvision. Nol 
other oompentor product offers so | 
much for so little. 
N Sinclair-Miller 
Screens Microcomputer 
button 

NorthwDCHi, Midx 

Dif# to a production eit&r 
picture we printed tras the wron 
one mtr apolo0es for that - bui 
the review was oi ScrGenvision 

fa&l the review wasn't 
dismissive as yov seem t& f/r. 
and would hke to stress that 
anyone owning an Amstrad moul 
tor, but wfihcntl easy access to 
TV set, if is a f^asonaoie purchase 




Ears a tale 

FollQwrig a thorough reading 
AA 15 \ tried one of the mtc 
estmg-lookmg type-ins: *Ears 
Arnold 1 Bui T had to scrape arc 
to find music to test the progra 
with, My fir$l Selection turned 
to be pretty rough. The label 
'Motot h*ad/ This heavy metal via 
strong stuff- On attempting to pL 
back tins horr-.Fic noise the ds:* 
corder head-butted the modulate 

After thjs I tried some £i^ 
Sigrde Sputnik This made the 3 
start to pogo across the desi, 
it ended up with a slipped dt 
By now all that was left was Arris 
and the monitor 

Wet, it seems Des O Conr 
doing a duet with Max Bygta^ 
was tl'f finaJ straw. The smol( 
started :o pour out poor old An 
old's speaJker, and the VBU 
showing all sons of weird thing 
bringing a new meaning to ^ 
letters: very dismrbing urJ:- 

Bu( all was not lost. All 
sped was finally regained 
playing a Sinle Jean-Michel la 
to a rather batde-tom Arnold 
ter that I stuck to the pattfl 
program*. Full marks for Srauvs 
Glass - it's really ace. 
Bmce Parks (?) 
Wolverhampton, Staffs 



"i-vihly h. n-.-rr 





Serial Interface . 




V21/23 Modem 
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An Amstrad 
ike you've never 
heard it before: 



ln(rudurin« Music Ylutlmtc.'Thf 1 incredible new add-un 
that transforms the Amstrad hi in n powerful iiHtsii- fnmputer. 

\ host nf e^ciltng, musical feulures makes Mmk Machine 
lln 1 sE rmitplctf Amstnid musir ptirkrtfie ever mMlcd, 

There's sound sampling ihe In tost tuizz- 
wurd in electronic mimic ihal tels ynu n*enrd and 
plci> my imtuml sound nl ilifTrrrni pilches. (Use llir mirrophunr 
In piik n [i itn>thinii Frinn uhMh' In a burking ilnji). 






E i -ih t voices' created entirely by Music Machine iiu'lj 
in" drums, phinu and s> nlhrsispr - edit ihcm, or create newoi 
A pnwfrful drum section vviih real sounds and a rhythm edj 
And for budding wmi posers, puweiful prnfi*s.sic 
features like note acid Lune editing phiyoblr either \\ 
the Amslrad itself ur d musir keyboard 

Enthusiasts will iippreciate the ability tu link with 
insl riimrikts via MINI (the professional music interface] 



Non-imisirums mil find the fast menu driven gniphir* 
dAou Hiiunds in bo LTeaie:l md simgs rum pc; sod in inintitrs. 

While everyone will appn^iaip the bn^akthrougli price 
if \un £4H-*loJ im hiding an illustrated usrr #m\h\ microphone, 
phones sockel and d emu nstra lion recording 

\ I'nriijikMf Arasirad music system Prum arcjund 4!o07 
Simielhin" else we're sure >uii've itevpr hrm-d livluiu 



Hh»i Elntranirs [Hm] lid. Unit 16, Hedfirldt lndu»lri«l Park, Itadntld l ane, 
Uhurrh Ottwktam, AUcrehal, Hams. GUIS ORE. Tel (0252) BRdURn. 



Plrasr nidi Jin- Mnsif UnrhiiH' Mr Hi-' VnHr-tfl. I T-=i|i i- Ycrciuii nl SlAW.ft. 

71 \}kk mmm it £ffil!JD. Kft Add £1 jj&ja It 5 in'me^l D J cncluw « 
dim|u(v'pnstal urfrf , f.lwrurTm Arms,'' Visa E3 

I I i 1 I I M I I I I i i I I I Eipiiy folc / / 
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24 bflir irvmrti for postal brIpp. and rf-rdil r*rf< ridra lor rhrQi*s\ SW Vlvhrinr b luB> 

iviiipdliMpwrihrhc AnKlndfTC 4Ht4ri4nJ BI2BL 

l J i i fclwtnniia -rirrrl ll4, l>epl AA> Uwt Ifi, RprfEifWs Mmirirti Park. HtiUiHi? 1 *np 
Church 'Jtinkrun, Aldmtoi Haute GUI* OK jrfQt — i „™ 
Tr...1- ar.d b\juitrp[tuirifs r.rfcrrinp 
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REACTION 



Antipodean action 

Thanks very much for the copy of 
the magazine Remerriber the one? 
It took 72 days (10 weeks]) to 
teach me via surface mail' (The 
trouble with the Antipodes!} At tho 
moment £14 Nov) only AA 10 is 
available, but I expect No 1 1 next 
week, There must be a consider- 
able difference benvwr. sending 
I and 1001 

Witt, now you can see the 
problems of living on the other 
side of the world from where the 
actior. is 1 Enclosed is a copy at the 
inaugural newsletter of the recent 
ly formed Eastern Amstrad Users 
Group - membership Gtsi month: 
30. 

Todd DLxoti 

Eastern Amstrad Users Group 
c'o PO box 6559 
Welleftley St 
Auckland, New Zealand 



Moral issue 

After reading Re-action and tlitr 
software winner concerned about 
nuclear games, I started to read 
reviews and 1 was amazed to fee 
I game thai actively promoted I he 
use of nuclear weapons. The flame 
In question is Nuclear Defence 
( Artisoft). 

t was quite disturbed that you 
could print both of these things in 
the same issue. You repSy to Uam 
Mr -Master's letter Thai if the player 
uses nuclear weapons in the 
games mentioned he will lose the 
game eventually, This opposes thtr 
■game Nuclear Defence, where you 
have to use these weapons active- 
o score points, Along with this 
i have to agree completely with 
Mr McMasters points. 
Mike Roberts 
Stockport 




Disk doesn't fit deck 

) was amazed when T found I was 
one of the winners of (lie Fight; 
Til competition, I was quite 
pleased but there is one problem 
left. I have no disk drive. I have a 
464 Arnold. Would anyone like to 
buy a disk from me? 

And \ acjree with the letter in 
the December may about an ads 
page. 

1 would like a penpal with an 
Axnsind CPC 4G4 user. Must Ike 
near Oxford, 1 like adventure 
gamfts and arcade games. Penpal 
must be prepared to write a quick 
reply. Male or female, noi worried. 



Russell Franklin 
Oxford 



An ti-obli terat ton 

To try to prevent obliteration of 
most of it, 1 will keep the number 
of words tri this tarter fn a mini- 
mum. 

What happened to the 
Comps? t What happened to the 
subscription offers? } Why was 
Voice of the People changed? / 
Why do people keep leaving the 
ranks of such a great mag? 

Short enough for you? / By the 
way. who wes it thai had the plug 
only halfway in when he was doing 
the St&rstrike II review? It s sup- 
posed to be yellow! 

JorLaEhrtn Hur*l 
Windlesbam, Surrey 

Competitions are srfti here - huf 
w& don't want to flood yon with 
cfieap easy-to-produce- juatjes tfiat 
give no information or entertain- 
ment no the vast majority of read- 
ers. / £m last month l s issi re Lack 
cf responsv / People who work 
for A A ar& always in demand? 

Good. - Colour pages are 
uansferred onto four sheets of 
film, each providing part of the 
colour. Wh&n mixed together they 
create the final colour*. On the 
Srarsrrike IT review one layer got 
lest and hence I he printed sCrsen- 
$ho!s were the wrong colour. Try 
AS we may. these things happen. 



Software in Surrey 

1 are a fieelar.ee programmer 
currently doing conversion work 
for a top software house. I would 
like to net in rotich with, anyone 
who lives not a million m.:les away 
fiom Surbiton - call me anyrime 
during i he day who :s interested 
in programming or graphics de- 
sign on the CPC range or Sinclair 
Epcctrums. I am tookiny for one 
person capable of contributing to 
[op-quahry games software, event- 
Uculy tor an entLre programming 
team to start up a software house. 
Paul MachaceU 

Surbiton, Surrey (tel. 01-39B 
3148) 



RE Move the problem 

Anthony Beck in issue 15 com- 
plained about foreign loaders I 
think I may be able to help him. 

f also own a 6126 with sepai- 
ate tape recorder, and when 1 
bought Hwy&y Headbanger 1 
couldn't get it to work. I tried an 
diffetflnt volumes but no luck. The 
azimuth setting was correct; we 
had it professional^ adjusted. 
Spiky Harold, Star Firebirds and 
Thrust^ none of them would bad. 
I realised the rapes were not 
huliy, they ills* wouldn't work on 
my recorder. However, ihey 
would on my friend's compiler, 

Then, after lois of Firebirdless 
months. I he breakthrough came 
While visiting my friend, 1 noticed 
he djdnt have hid REM lead at- 
^achc.*d to his recorder. 1 med this 
w:th mine and yes: the games 
loaded! 

So, Anthony. I advice you to 
remove your remote* control lead 
from the recorder and load games 
on just below a third volume. If 
your othei game tapes nJl load, ! 
think your azimuth setting should 
be okay 
Daniel Webster 
Buckingham,, Buck* 




*<{OtA Cf^4 COfAB whTM ?* 

Black hole in 
Brentwood 

1 think Amstrad Aciion is me besi 
computing iiMLML^rn? m existence. 
U<'foi'ur.ately 1 cannoi use the 
type-iris, cheat mode or hot ups 
ietrtions. Why? 7/ell ovqt \r.i\n 
weeks ago my oecised to 
operatfl T had to send it back to 
Amstrad. Since [hat fateful day ] 
have heard nothing abo^t its loca- 
tor,. I think that Amstrad r after- 
sales service is -absolutely appal* 
ling. 

When I qe( it back I hope ro 



iype in ail ihe type -ins I have 
missed three issues 1 worth. 

While rm at it, please can you 
tell me if it re possible io use keys 
at Tobruk !94£? Keep up the good 
work, team, <±r.d more disk pokes, 
please! 
David Giles 
Wokingham, Berks 

We hope Santa Alan hid it JTice 
Christmas surprise for you, Darid. 
(And yes, Tarbruk Can be played 
n r iih ireysr) 

Mail-order Joyce 

[ am one of the hordes of Ameri* 
can Gfs staiioned in yo\(r wonder- 
ful country. Out of 22 years with 
the USAF I have spent 17 in Eng> 
land and plan or, retiring here 
shortly ^o when it came to buying 
a home computer in March 1 chose 
the Amstrad 6136 over the Com- 
rnodoTG 138 I have worked with 
both machmpg and prefer the 
Amstrad, Unfortunately most of my 
colleagues are into Apples, Ataris 
or Commodores and know very 
little about ihe Amstrad. But Iha! 
ks about to change very shortly. 

Sears Roebuck the bigger 
mail-order company in the USA, 
selling everything from shoes to 
lawnmoweis and a small lm<> of 
computers. Ar;y (own of conse- 
quence also has a! Least one Sears 
deparrment store. Sears is as Am- 
erican as apple pie and baseball 
So products sold by Soars sell in 
vast quantities. 

The enclosed item - the Am* 
strad PCW B256 new at Sears' for 
incredible value' S6999S was 
taken from the pro-wimer sale 
catalogue 
KE Irvine 
South Cerney, Gtos 

Cbngr&njlarims. Joyce. Thanks for 
sending in rhis snippet, KE. Fas- 
cj'njnFHt that r/hen American pro- 
ducts sell here, the price in 
pounds is the same Mgureasri was 
in dollars. Sommhow it's cfceapfi 
Exporting westwardr it seems. 

Oscar for Arnold 

There seem now to be celeb nty 
Amstrads: the one on F^st^nders 
:n Colin 7 s flat the one thai keeps 
appearing or, The Price js Right 
and PJay your Cards Right Do 
I hey pay dues to (he actors union? 
There are also the ones in the ads: 
ihe famous 464, the quick- thinking 
6128 and the word-processing 
Amstrads that send rypewr^ers to 
the lunkheap. 

Arc we soon to see Benny m 
Crossroads taken over !>y h 664? 
Or the entire Dynasty cast re- 
placed by an Amstiad joystick? 
Or Dirty Den becoming Dirry 612G- 
with colour monitor who keeps, 
running off wuh an Amstrad dot- 
mauix printer"? 
Bambi the Punk 
Sheffield 
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BCPL ready 



Matrix 




SPREADSHEET PLUS 



INSTRUCTION MANUAL 



ASL or Audiogenic Software Ltd 
has lust finished Matrix, a compre- 
hensive spreadsheet 

Matrix gains over standard 
spreadsheets in rhat it car handle 
business presentation, database 
and invoices - even standard let- 
ters. 

The specification shows built- 
in database futures that allow 
data, such as name-ar.d-address 
files, to be stored in rows across 
the Spresdshee:. and then merged 
along with numerical data from rh b 
sheei into a documeru in the Note- 
book, 

The Notebook fearures text- 
editing fcicilities thai make it easy 
to prepare address labels, stan- 
dard letters and invoices. 

There te a graph-plotting fae- 
Ljty ;haT ]ots you convert spread- 
sheet data into line graphs, bar 
graphs, histograms or pi&-charts. 

It certainly sounds impress- 
ive, and at £30 on cassette and £35 
on disk it will need to be 



The blasted galaxy 



Another shoot-am-up, Tr#p. This 
one from AUigata is by Tony 
Crowther 

Thenrne: "an age in which the 
ultimate deterrent may have be- 
come the ufrimaie destruction.' 



The placer 'a distant comer of ihc 
galaxy where human life strains to 
exist; Your rcusion: blow anything 
and everything out of existence, 
Youll have to blow £8.95 on cass- 
ette and £14,95 on disk. 




AMSTRAD ACTION eM a h**. * 



Amor, famous for the Maxam 
assembler and Pretext word pro- 
cessor, has completed BCPL. 

BCPL ts often referred to as 
a systems programming 
language". It is certainly good for 
writing programs such as word- 
processors and compilers, bit n 
Is also an excpll^iiT general pur- 
pose language. 

Basic and Pascal have sever- 
al different variable types, for 



example string? and integers, 
BCPL on the other hand is 
constrained by these rules - 
variables are sample numbers 
This, and The fact "ha: 3CPL 
access any pan of memory, gm 
it a great flexibility 

For £40 you red eve a disi 
containing BCPL and a few exam 
pie programs; thrown in for Ira 
is a rorn also containg BCPL, 




Back 



to 



life 



CSL seems to have sprung into 
action recently, producing many 
new titles. Late. January and Feb- 
ruary will see the release of three 
more 

Ball Breaker appears :o be an 
enhanced version of the classic 
Araafroui. The player controls a 
baj which hurls a ball against a 
bnck wall Bricks of different col- 
ours cause the ball to react in 
different ways - some cause the 
ball to change speed: others may 
even break the ball in two. Tim 
will set you back 17M on cassette 
and £14.95 on disk. 

Cyborg is part one of a trilogy 
continuing the Tm Cert theme arid 
using the 3D techniques develop- 
ed for tbe ofiyinal Tail Get/, 

The iroaj in CRLs threesome 
13 De&th or Obay i another iri the 
seeTTungJy endless Sine of shoot- 
em-ups. Both Cyborg and D@»tf 
or Gktry ictoJ a: £8.95 oti (ape and 
EH 99 on disk 




AMSCENE 



Ariola's little lot 

Arioksofl seems to be producing According to the stray line: 

some Top-cpalily software of late. Temble legends tell of the bar- 

Alwavs on the trot, it has a few rats locked within the Temple 

more programs up ire sleeve. Minibus. evil manic beings who 

Zp'ppiu^f. which IP- set for im roam its labyrinth, arid who Take 

minent release et £8.5*5 on cassette over your own ghost to make them 

and £14.95 on diak. looks rither one of I heir kind.' A mimbie is a 

interesting, The idea is simple: trofis between a mummy and a 

search for lost treasure within tha zombie. 
Temple of Djo Care. 



Imagine hat-trick 



The larger software houses seem 
to release games in threes just 
lately. Imagine, nor wishing to be 
left out. lb bringing ou* two Spcrr? 
simulations and a slioot-envup. 

First on line ]s Konam's Gc-// 
which allows you 10 select a dub 
and tee-off. Stroke or match piaV : : 
can be chosen with differing tei- 
rain and conditions 

SnpQi Soccer is rhe other 
spars game from Imagine, Accor- 
ding to rhe press release, it "makes 
you Maradona on screen/ You are 
given complete- control over the 



bail: sharpshootHKj, passing, drib- 
bling, sliding tackles and even 
diving headers. 

Other features include full 
team organl&Ation and one or two 
playma. with * tournament option 
foi u.1? to eight players, 

Ti^rm CiPxiM, a coin-op con- 
version, is a shoot ^em-up which 
was pretty Kinoes in the arcades. 
Homing missiles, giant monsters 
and 3 myriad :>! other aliens are 
there to be dodged or blasted. All 
games sell lor £S.9S on cassette 
and £14,95 on disk. 



Pieces of eight 



Parrotry from Tre^frjre Island 
Software may conyare up images 
of swashbuckling pirates, but this 
couldn't be further from the mi:h. 

Parrotry is a versatile drawing 
tind design program for Amstrad 
owners with a disk drive. It differs 
fundamentally from rtios* graphics 
programs by storing its display in 
the form of a graphics array tei- ' 
stead of the usual screen The 
result is that the program redraws 
the design as it was drawn by the 
user - mimics tine artist's work 
parrot-fashion - at high speed 

Included in the package is a 
booklet and a competition entry 
form: the designer of the best 



display ustng P^rrouy could Find 
a healthy £500 added to her or his 
bank balance. P&irQtty is available 
on disk at £13. More information 
can be obtained on (0S25) 40 562). 





Kiaeyyye 
& other 
noises 

Melbourne House has been very 
quier. the past few months. It is 
now back with two £9.9S games 
lo come your way shortly. 

fist U is set ir, a dark land of 
swamps, forest, mountains and 
und&rcToirid caverns. The enemy 
comes in many forms with ninjas. 
shoguns and warriors m abun- 
dance. Sounds as though the ani- 
mals want a piece of ihe action; 
they are prone to taking a sEce of 
you wirh Then. 

Knucklehusters promises 
much. There is ro be music 
throughout the game - an incred- 
ible ".7 minutes before repeating. 
The music is by the masterly Rob 
Hubbard - remember Monty or? 
the Run? 

The setting i* the near 
future, where condemned prison- 
ers are stripped of their anti social 
behaviour by bemg Transformed 
into androids. You play an es- 
capee, trying to get to the crty 
perimeter. Wherever you go. an 
droids programmed in unarmed 
comhat will bar your way. Let's 

hope I' llV:]- Up WlQ prSaS 

release. 




Afotutfw Mick's Bcalh Ride is 
another of Auola's offerings. Fiom 
what we gather, it s cops-ar d- rob- 
bers rim©. Th^re is a twisl. rhongh: 



you play the bad guy. t\ promises 
to be a fast and funous shoot-out. 
retailing at £9,95 and £14,95 on 
cassette and disk 




'Your mission is to battle your 
way through the extraordinary 
Cube prison and tesucts a prison- 
er. He alone knows the secret of 
how to activate the Triad's devas- 
tating new weapon.' There you 
have it. the intro to Triaxos. From 



i he scree rLshots we have, u looks 
interest ing, with multi-coloured 
three-dimensional rooms. There 
are promises of greater things still, 
with multi-channel music and icon- 
driven graphics. All this for £8 95 
on cassette and £14.95 on disk 



Two From Gremlin 



Back in October we r#rtriew*d the 
Eiecsroriic Music Uiihry (EMU), 
which is soki on the Discovery 
label. However, !here was a prob- 
lem with a witch;ng voices CO edti 
them The problem seems to be 
resolved, so you Can e£p£Ct lo s€« 
EMU in the chops shortly. 



Another on the Discovery 
Irib^l Pyzawpfd, a word -proces- 
sor allowing a workspace of over 
30-OQG characters, alt of which can 
be edited or chained together for 
printing. Both these packages will 
retai) at £14.96 cassette? and E 17-93 
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Going 
cheap 



Godfim&stfcrs, responsible for the 
highly acclaimed Terra Cognit^, 
has two new programs about to 
hit your Aitistrad: Vampire and 
Super Robin Hood, both retailing 
at £1.99 on cassette only. 




More Trivial Pursuit 



Domark is releasing another set 
of questions for its oompiuer ver- 
sion of the trivia board game- It's 
called she Young Players Edition 
and is aimed at childreri from agre 
xavm up, li oom*w Jn two forms: 



either just as a new set of 3,000 
questions (£7.95 on cassette) that 
adds on to the original Genu? 
edition, or as * complete game 
( ER95 cassette or £19.95 disk). 





Classics 



are back 



The ageing arcade classic Dpirk&y 
Kong has made it to your Amatrad 
screen. Ocean can be '.hanked :or 
the conversion: it costs £9.95 on 
cassette and £14.55 on disk. 

The basic idea Is to outwit 
giant gorilla and rescue fair dam- 
sel. While climbing girders, the 
ape will try his hardest lo knock 
you from your perch by throwing 
barrels Practise your jumping and 
ducking - youlJ need it. 



For starters 

Pride, best known for its tape and 
disk utilities, has produced the 
ti;c<znc Lantern Show, 

With it the user can produce 
hill- size and even poster-siaed 
printer, dumps. The supplied disk 
contains 28 eight-colour pictures; 
these car* be edited and compres- 
sed - alternatively, your own can 
be altered 

To dale we have no firm 
price, but further details can be 
obtained directly from Pride on 
(0582) 41 1686 



Programming at sea 



El you are inEo chess, connect 4 
and C programming then Hisofl 
may have the perfect answer for 

you, SeaChGst 




SeaGhest is avai table only lot 
CP M Plus users (thai is h 6128 or 
PCW owner*) with £30 in pocket. 
Fully fledged versions of chess 
and connect 4 are on the supplied 
disk, which can be played immed- 
iate iy. Or, if you wish to aher the 
game programs" logic, there is the 
complete sourcecodtf for the lan- 
guage 'C" waiting for you Eo prac- 
tise on. 



Flying high 

After massage success on other 
compulers. ACE> a ftylng Simula- 
ior, is :o be converted lo the 
Amstrad. Cascade Games prom- 
ises a quick delivery - l-et's hope 
so, for rt sounds exciting. The 
speed and smoothness is suppos- 
ed to exceed previous simulators, 
but we'll have to wait and see. 



Magnificent Master 



Mastenroruc. constantly striving 10 
produce games as cheaply as 
possible, has another ace up sis 

sleeve. 

A set ol three disks, each 
containing three of Mastertrorucs 
past successes, will reach ehe 
stores soon, No definite pr-ce has 
been sot but they will be between 



£11 and £13. 

One disk contains The Gold- 
en T$li$mAn r The Apprentice- and 
Speed King: another has Con- 
Quest, Storm and Formula I Simu- 
lator. Th£ final disk will have The 
Zrfsr V8 r Mo/ecuie Man and 
Pipeline & 



Pressing software 



Argus Pr^ss expects to release 
several new games in th# first two 
months of 1987. 

Wibsturs* on the AnF label, 
places you in the hoi spot Von 
most ran a distnbuuon company 
- get the goods id the customer 



on lime or pay the consequences. 
The action is in three parts; around 
the warehouse, a race to the shop, 
and finally delivery using an anti- 
quated lift system. The price is 




The second A'r.'F program is 
Agent Orange, a good old shoot- 
envup. + ln the far comers of the? 
galaxy a Colony oL.. and basic- 



ally, it sounds as though you have 
to Mast them from the skies. An- 
other £8.95 game. 
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What ; s so special about 
the Mac ; the Atari St ; the Amiga, 

Windows and Gem? 

It's no surprise that nearly all new 16 bit 'state of the art 7 
micros now come with a Mouse and Wimp environment 
(Windows, Icons ; Menus and Pointers) as standard. 

With the AMSTRAD CPC you already own one of 
the classic micros and by simply adding AMX softwan 
you can achieve the same ease of use ; freedom and 
versatility of much more sophisticated computers. 

The AMX Mouse and compatible software - 
it's what you and your AMSTRAD micro have been missing! 





ART AND MOUSE OPERATING SYSTEM 

AMX MOUSE PACKAGE Tape and 3" Disc 



£69.95 



There's ml much [yy in a ioystick and keyboards can be all fingers and 
thumbs. Acclaimed by the press ay. 'the best , n pift device . already over 50,000 
micro users have adopted an AMX Mouse. The Mouse comes with farttisiii: Art 
Software and AMX control wtiicti enables you to create a Mouse environment in 
your own programs. Avaitabte for Amstrad CPC 464. 664. 6128 



GRAPHIC DFS FRONT END 



MAX 3" Disc 



£19.95 



MAX provides an easy lo use gt ap'nic based front end to your computer's disc 
fil ing system including a corr pr&henii vt.' se! 'J disc management operations such 
as cataloging, copying, deleting and re-naming also included are disc utilities 
six-h as sectcx editing recovering erased f les, formating, verifying and faster 
tracking. You can also run programs from with n MAX. Available for Amstrad CPC, 
4G4. G54. 6128. 

DESKTOP PUBLISHING 

AMX PAGEMAKE R 3* Disc £49.95 

Produce professional documents and newspapers wrth text and graphics, 
supplied with 16 vanabte typefaces it has many graphic functions including cut, 
copy, paste, etc Available New 




EXTRA! EXTRAJ 3" Disc 



£24.95 



300K fantastic clip art, over 25 fonts. 

Available February 1987. For use with the Amstrad CPC 6128, CPC 664 (+ 64K 
min add on Ram), CPC 464 <+ 64K mm arid on Ram + Disc Drive) 







mm 


1™ 











£129.96 




AMX MAGAZINE MAKER 3" Cfec 

A oombtFtation of AMX Pagemaker and the Rombo VWi-VideO Cfigftiser . Usi iig 
any video and the digfeef , imaps from a camera or TV can be converted into a 
graphics screen witti R^emaker to illustrate m^zines or newsletters. 



Tf iery « ulao a (jrowi ng lis o< AMX support software including AMX 3D Zioon (3* Osc )£24.95 with Zk;or i you can Iransf arm vector data into on screen- graph csl 
Printers and platers are fuHy supported, AMX UtiMn** <3" D.sc)£^ 96. UMrty software fcx the angina! ar program supplied wrh Ihr AMX Mouse. 
A Mouse and Interface fortVfr can be purchased rV €34.96 direct tram AM5 using I he orriflf form enclosea in MAX, AMX Pogcmaker arid AMX 3D Ztoon 
These w ipem products are avafttufc fro* n all good computer dealers or dirert hy r:heqt»e F ACCESS Or Vim. Ai prices include VAT and post and packaging. 

^FOR INSTANT ACCESS/VISA ORDERS TELEPHONE (0925) 413501/2/3 

IMAGINATION AT YOUR FINGERTIPS. U__^^, 

ADVANCED MEMORY SYSTEMS LTD. L66H70 WILDEflSPOOL CAUSEWAY, WASHINGTON WA4 6QA. TELEX FAK Sflr>39 

TUBELIN K ON PRE5TEL FKGE SUPPORTS THE AMX MOUSE AND ALL AM$ SOFTWARE, 

MdKHKHh 6 a nt^jiL^d 1r jcJvj mark irf Appto hr A£nr Sf h n t'nrie fi jh if Wirl Inc. Ai'ifga 6 A trad* fftMk fir 0&fftffQd«* Buf is MbcM-'hM Int. Wmduwb a 4 Lr-ade pr»* MciKHgf L Inc. Gfim & B t'fldE mirkef Dtyltal K*smitI frit 




-NTElW from Loriciels 





Enter into the exciting and dangerous 
world of the International Motorcycle 
Racing Championship with this superb 
simulation featuring a major circuit from 
each of 12 countries and split screen 
graphics, giving both players first person 
perspective. 

Available on Amstrad CPC Cassette - K9.99 
Amstrad CPC Disk -£14,99 
Coming soon for Commodore 64/128, Atari ST 
and IBM computers. 





4 1 



85 



The very first antibiotic soft ware. Bactron 
is very addictive, it could become a drug; 
do not exceed the stated dose. Guide Bactron 
through the maze of organs and arteries in 
the body, combating harmful bacteria and 
viruses by releasing healing enzymes. 

Available on Amstrad CPC Cassette - 49.99 
Amstrad CPC Disk - £ 1 -4.99 





Control MOT -A jet powered magnetic 

tank - through a weird and frozen world 

of puzzles and surprises. 

"The graphics are brilliant... very 

atmospheric" 

"A great game... I could play for hours" 
"The puzzles are ingenious" 

-AMTIX! 

Available on Amstrad CPC Cassette - £9.99 
Amstrad CPC Disk- £14.99 
Coming soon for Atari ST 





MAIL ORDER: ACT! VISION <UK) LTD, 
23 POND STREET, HAMPSTEAD, 
LONDON N 7 W3 2PN 



Distributed by 
AtlivLsion i L'JO LlJ. 



fiOO ec GRAND PRJX © ma Microids, All Rijfht* Reserved, 
BACTRON and MGT© IBfcitj Loriciels. All Rights Rvwrmi. 
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PLUG-INS 



The Music Machine 

Ram Elect ionics. £49, 9S tap*. £59.95 disk 



Drum machine! Sound sarnpter! Piano! Echo and reverb chamber! 
Music composers Midi interface! No H Fir, not a budding pop -star 
showing off his Saturday shopping list. These are but a few of the 
exciting and exuberant features arable on tbe latest add-on fot 
your Amslrad. The Music Machine. Rams ad is no idle boast: 'an 
Amstrad like yotfve never heard it before/ 

The Music Machines compact appearance conceals much. 
Why buy several single-purpose products? Ram's offering has ii all 
- well, nearly. 

A smallish box encloses ail the components necessary to turn 
Arnold into a fairly complex music maker. It connects to your 
Amslrad by a length of ribbon cable which negates the need for 
different shaped boxes for the different Amstrad models 

But what is this? No through-port for me to connect the disk 
driva (loud scream). Okay, net everyone has a 4&4 with disk drive, 
but tor \ hose that do Tmscrh 1 You will have to load software from 
cassette. 

There may not be a through-connector, but n is some consola- 
tion to see a spaghem junction' of plugs and sockets on one side 
of the Music Machine: Midi in. out and through connectors as well 
as headphone, microphone and audio out sockets - something for 
everyone [bar 464 owners with disk drives). 

The package includes a microphone, h gives admirable results, 
but you can use a belter quality one. An excellent instruction manual 
details setup procedure, software use aftd adds a small section for 
the boffins Its lively, chatly manner makes compelling reading. 
Don'i shy away tram it - read it raiher than plunging headfirst into 
the program 

Now that you know whai li looks like and have a general outline 
of wha* it can do, here is an in-depth look at the various features 
and feats ihat can be achieved using the supplied software. 

Once die software has loaded, a screen flickers on. presenting 
itself as the main menu. Some selections from here take you to a 
sub-menu arid then to the required feature. 



FFifiUmraSlRiillflJtim Main Ms n u InFiHffminfTiMififT^ 




The first thing I tried was Hay This supposedly lets you listen 
:o the tune highlighted in the Tune box. Snag number two: the only 
thing audible was a horrible beepy melody (Ham's word, not mine?) 
My dreams shattered, promises of sampled drum sounds... just a 
lie? After another brief scan through the manual (I shouldn't skip 
the small prin r .j, [ was c-rdiqhtenad Rith#*r sampled sounds or sound 
created by the Amstrads sound chip (PSGJ can be produced througb 
Ehe imemaJ speaker - no mixing or the two. If you wish ;o listen to 
both sounds simultaneously then either connect a wire from lhe 
Audio socket to an amplifier or - a Jess Ideal method - plug 
headphones into the Music Machine. You will now hear the sampled 
sounds from one quarter and the PSG sounds from another - that's 
what I did: it worked fine. 

Listening to those sampled dram sounds for the first time was 
breathtaking, nothing short of brilliant. You could swear it was the 
real thing, If s still a Little unbelievable ever/time I hear them. One 
thing to beware is that the drum sounds are kepi in memory (and 
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THE 




MASl 

Richard Honteiro pulverizes his ears with the 
latest musical hardware that will have you 
bopping, grooving and strutting your funky 
stuff 



take up virtually ajl of tf). If you wish to sample any of your 
sounds, you U need to clear some memory. 

Wuh the drum sounds still in memory, it's a good idea to 
out Drums. This option draws up eight octagons containing 
number or letter, corresponding to the keyboard. Pressing 
keys will produce one of the drum sounds - come here if you 
to practise those roils and para-diddles 

To sample some of yoo own sounds, in goes the microphone 
you choose sampler. A bar shows, representing the sound leve 
Shouting down the mike will cause it to shoot up. Pressing 
Trigger 1 , wiD record all ihe following sounds ;rito memory. This < 
be anything from slapping your baby brother around to 
raspberries. Virtually any sound can captured. There is a li 
to the length of a sample, however, determined by free nemo 
space. In practice the longest single sample can be 1.1 second 
This, may not seem earth- shattering. But when you consider 
each drum sound takes only a tenth of a second, you realise 
tnarveltous results can be achieved. tip to eight separate sam 
can be taken. Of course if one of your samples lakes over half 
second, it goes without saying thai the other samples will have c 
be pretty dam short* 

Y"ou"ve recorded Ehe sound; jfs SpB to rliv if back This 
where yon get a shcck P Reproduction is near perfect, almost 
good as. a cassette recording. If you get lots of hiss or backgro 
static, then choose the sample editor tmz remove any unwant 
bits. It is even possible to play the sample backwards, which 
be entertaining. 

On selecting piano from the matfi menu, your Amslrad ke 
board (or rather part of it} behaves as a simple monophoTr 
synthesiser (that is, only one note can be played at a time). It's 
shame that you have only one octave (12 notes), risng from mid 
C r to play with. From here yois can choose any of the samples 
play on the keyboard: for fun try listening to your voice at a ve 
high pitch. 

The ccii* option sets up reverberation effects with a 
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variable delay line ranging from 0 through to 1.5 seconds. The length 
of the delay also depends on free memory space; if yon have kxs 
of samples then Fm afraid only short delays can he put into effect. 
Using headphones while speaking through the mike can be 
hJiiious; almost possible to hold a conversation with yourself. 
Or try directing output to an exterr.al amplifer which in turn has 
makers attached - sranluig. So you want feedback Turn up the 
volume - loud. 

-a: I hay*? looked at yetting enjoyment and entertaining 
♦fleets horn ihe Music Machine, but nothing productive has been 
==- " eved The Music Machine -s more :han just a toy :l ts possible 
m compose lengthy ttnes and in:erUc& to the Earg= world of MID J 
(Musical [nstniment Digital Interface), 

In case you are new to music. HI explain some lerimnology- A 
Air is a sub-set of a tune. In other words, a tune comprises one or 
note bar$. Time signature ieFeis to I he number of bears in a bar. 



Tempo may seem rather obvious: the speed at which 
the notes in a bar are played ranging from 
lento (snail's pace) to rapido (guess). 

To compose your song, first choose the 
bar editor fiom the menu. Two synthesized 
voice* may be played in parallel this seems 
strange, for the Amstrad sound chip can use 
three voices simultaneously. The first thing to do 
is alter the time signature; ft can be 8- 12 or 16 (beats 
per bar). Entering notes couldn't be simpler; move the 
cursor using the arrow keys; plant* or remove a note with 
a touch of the spacebar. You can't trick the machine into 
having more ftm two notes aligned vertically on a stave; 
enter a third and the nearest to it will disappear. 
Notes* are shown as liny black rectangles. These car. be natural 
(the white keys on a piano), or sharps and Oats (the black keys). If 
a note is to be sharp then the sywbo! a' wi!J display above ot below 
the srave nearest the note. It is possible to play the bar you are 
currently wgrtang an. making it easy to spot the bum note xbzi will 
inevitably creep in. Up to 255 bars are possible, again subject to 
memory availability. Press L and lyrics can even be typed in tinder 
each bar. making it simpler to assemble your song. 

Once the music bars have been worked out and ediied, you 
will need a drum rhythm to accompany it. This is achieved with the 
drum editor. The technique is similar. The different drum sounds 
are named, rangmg from Cowbell to Bass. Parallel to the names is 
a large stave on which lo place the drum rhylhnr The same rules 
apply as for the bar editor - the time signature ar.d tempo need to 
bu set. One notable exception: three discrete drum sounds can be 
played simultaneously. 

All I he bars creaied, enrer the tune editor. Here the music bars 
and drum bars can be placed into any order you designate. Thai 
done, its ]ust a matter of silling hack and listening to your 
masterpiece A her a couple of hours I produced a tune of No 1 
quality. Unfortunately no one else agreed. 

And there's more! To connect a Midi keyboard lo ihe Musx 
Machine* all that is needed is a cable from one to the other. The 
required Midi in, out and through pons are all clearly visible on the 
Music Machine, If you are lucky enough to possess a Midi 
synthesizer you will find a host of exciting things to play with. Briefly, 
:t is possible ;o play any of the captured samples held in Arnold's 
memory from the Midi keyboard over the entire musical range. 
Composed tunes may be sent to the Midi synth and played. Any of 
the voices ihe Midi device might contain can be played, even both 
at the same lime. Using the microphone, the Midi keyboard's voices 
can be captured and edited. Voices can be switched on the Midi 
keyboard to simulate different instruments. Impressed? I certainly 
was! 

You can define any of the IB Midi channels to receive or 
transmit data. There is complete freedom over where you send the 
Music Machine's drum and musical signals. One disappointing thing 
concerning the software: if yot: wish p .o play fairly advant&d music* ! 
compositions via the Midi keyboard, and store them, edit them and 
then play them back at a later date, forgel it - this is jusi not possible 
As the current software to read, store and output sound samples 
uses up the whole of memory, there is no conceivable way around 
this, other than having an overlay system whereby the Midi software 
loads into memory when required. 

One or two niggles aside, the Music Machine is a very powerful 
interface. Virtually everything you require for music composition is 
at your fingertips, Bosh beginner and old whip will learn much from 
this package and get a great deal o: enjoyment ir. the process. It : s 
a must if music making is your bent 



GOOD 



NEWS 



► Terrific sound sampler. 

fr- Drum samples have: to be 
heard to be believed. 

► Powerful editing facilities 
I* Excellent found effects 
tan b*> created- 

► Simple to foMow 
imc ruction*. 



fr- No through'porfc, 

P- Not possible to hear both 

musk and drums 

simultaneously through 

speaker, 

► Not possible to edit Midi 
keyboard compositions. 
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PAGEMAKER 

Richard Monteiro examines AMS's Pagemaker; 
can it turn your Amstrad into a publishing house? 



AMX Pagemaker 



Advanced Memory Systems, £49 9S disk - for 6 12a or 664+ 64k 
or 

Here, a! last, Is the legendary Pagemakei. Has Ihe long -diawn- out 
wail been worthwhile? Are the features up to scratch? Is it worth 
the money? Read on and judge for yourself . 

With Pagem$£er you can design y<nir own magazine on your 
computer screen - an A4 page containing both text and graphics 
freely intermixed. Essentially, it is a high-resolution typesetting and 
artwork system. 

You will drool when you hear what AMS's Pagemaker can do. 
The system can be uwd with either the AMX mouse or a 
combination of joystick and keyboard controls, Graphics master- 
pieces you created earlier on other software* can be 'imported to 
Pagemaker* Text files from many well-known wordprocsssors such 
as Tasword, Pretext or WordStai can be loaded in. You can print 
text in a number of different typestyles, making flow around 
graphics. If you don't find that impressive, then having the ability 
to convert video images {such as those produced by the Vidi video 
digitizer renewed two issues ego) into a form that AMX P#gvmaker 
can understand* certainly is. 

When you first load Pagemaker, you are presented with a 
screen displaying several icons - symbols representing options 
available - and a section cordoned off for your design Select any 
of these icons and a small menu will pop up, letting you get at any 
of the. drawing or text -handling routines. The top left of the screen 
displays seven icons and the top right shows twa 

Well start with the left-most icon, which looks ltke a plus sign. 
Selecting this causes a three -option menu to appear. From here you 
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can load, save, delete or clear a complete A4 page, an ordinary 
screen or just a cutout' - a small pan of a page. 

A page will lake up a daggering 68k ot disk storage; screens 
take up the normal 17k. The screen is in Mode ?>. making the most 
of high resolution graphics Up to 16 different shades of grey can 
be displayed, giving some excellent derailed and interesting pic- 
tures. Mode 0 and Mode 1 screens can be loaded unto the page 
different colours will have different grey -levels associated to them. 

Th* r*it icon in the form of a pair of fcCiifcOTS, lets you cut, 
paste, rotate, strftfeh and scroll any area o£ the page. A rectangular 
aiea. [which you can define) can be easily duplicated elsewhere 
with the Copy function. The usual tturtoi images - lefttoright and 
top-to-bottom * can be done; so can rotations of 90, ISO and 270 
degrees. 

Using the Rotate op! ion will often corrupt hjghly detailed 
images. This is because Mode 2 screens have asymmetrical 
resolution - the pixels are taller than (hey are wide Sometimes you 
can take advantage of this to get amazing effects. 

Stretching or squashing a picture can produce eteaflam results. 
This must be one of the most powerful functions on any ait package. 
Choosing the Stretch option gives you the further choc* of reducing 
the image by half or magnifying it io douhl^mm, Ttm thud option, 
variable stretch, will let a rectangular ana of tfa* acroen be 
squeezed or expanded into another rectanguJaz am mil different 
proportions. 
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Another very useful facility Is Scroll An area of the canvas can 
be scrolled or moved in any direction 10 pixel accuracy. It's great 
if you like distorting someone's race, for instance 

The heart of the Pag&makeir system is ihe tejd mode, selected 
by an icon displaying a script letter A. Text can be placed on the 
screen in a multitude of sites, fonts and formats. Font sizes can he 
varied from a few square pixels to 128 by 64! Fonts can be 
redesigned wuh the in-buiU character definer. Test can be printed 
using proportional spacing, left and right justification, centering or 
word-wrap. Many other features are included and are easily 
selected* 

Many of these tricks centring for example - work to pixel 
accuracy, not just 10 the nearest character. 

With the Format option you design your basic text appearance 
- column width, straight or ragged margins, etc, 

Centring text is the first of many text- handling functions: words 
are centred between the cursor portion ai%d the right margin. Teat 
will be centred inside the page - not the canvas area. If a text 
wTidow has been defined then everything will be centred in thai 
II you wish all lines to be the same length in a column, use the 
option. This prevents words sticking out on the right side of 
column; n works by inserting enough extra space between 
to pad out each line to the correct length, Ttacjged left' or 
tt justified text is also possible, ideal for lists or directories. 
Selecting Word Wrap ensures that test is not split at the right 
uargm Instead, the whole word is carried over to the next line. 
iext is not possible when this option is in use. 
If what-you-typeis what-you-get is what you want, choose 
literal which will not format text at all 



Column and Auioflow are two independent Format options that 
control the overall way in which the other Format options are 
implemented Column is the default; it means that when the right 
margin is reached, the text should be formatted - as with standard 
wordprocessois. 

Autoflow, on the other hand, is very different. With it you can 
achieve incredible layouts. It allows text to fill an area of almost any 
shape, When a picture or other object blocks 
the path of the text, a new line is created. It 
has to be seen to be believed. 

Effects alters the way the font is 
output to the screen. Words can be 
italicized or thickened' (made bold), 
which can do wonders when high - 
lighting parts of your text. There is 
one further effect that you can sub- 
ject your text to: Attribute. This 
basically alters the area around a 
character by changing it to the 
opposite colour from the character. 
The size and spacing of characters 
within a font can be altered with Adjust. 
When altering the size of a character, you 
will see ir stretch (or shrink) enabling you 
to note exactly how it will appear on screen. 
Letters have different widths; for example, an i is much 
narrower than an m. When text is output to the canvas, the 
computer makes sure that the gap between characters is 
identical - a very professional finish- It is possible to *kern' 
or adjust this spacing; even negative spacing is allowed, which 
can produce interesting lesults like an expensive advert 

For simple layouts like posters or even cartoon strips, 
manual entry of text is ideal However, for large chunks of 
text it is probably best to use a proper wordprocessor. AMX 
PagemAkar can load in text files produced from many of these. 
K any of the Format options have been pre-selected. they wiD 
be obeyed. For example, if Auto [Low is on and the cursor is 
positioned inside the object (or for ihat matter outside), the loaded 
text will fill that space. 

There are four fonts to choose under the Set Font option: the 
normal Amstrad type style, a flowing typestyle, an outline font and 
what printers call a "pi font' - various symbols and signs. It is possible 
to define any of the fonts (bar the Amstrad one) or characters using 
the character define r included in the package Fonts can be 
designed from scratch using the Font option, Once designed, the 
font can be saved Likewise, other fonts can be loaded whenever 
required - these will no doubt be for sale from AIMS and others in 
due course 

The last of the text-handling options is Character. This allows 
you to "pick up' from any location on the screen a character or 
design and invert it (change whatever was white to black and 
vice-versa) or mirror it top-to bottom or taft-10-right. 

Hopping onto the next icon, a pot with a paint brush sticking 
from it. we find a miniature graphics studio. Its facilities equal or 
exceed those in many stand-alone graphics packages. 
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Paint the first option, is a very intelligent fill routine. 
It can EB any shape with your choice of character or 
pattern. Tremendous results can be achieved using this - 
etfen if you make a mistake, there an Unfill option. It all 
adds to the making of a superb package. 

The Spray option can create convincing pictures, The 
brush spray will produce a solid effect; mist spray will 
give an airbrush-type effect (a series of random dots that 
eventually build up to make the pattern). 

All the standard features available in normal art 
packages are present in Pacemaker, circles, ellipses, arcs, 
triangles, boxes and lines. You can define their siaes and 
shapes. The shapes aie drawn extremely rapidly - unlike 
other art packages. 

Select Font, Font and Character have all been repeat- 
ed in the graphics studio for convenience. These options 
work just as welt for designing patterns and displaying 
them as for characters. 

Defining windows is next, chosen by selecting the 
icon showing a blank p.3gr:. A window is a small area of 
the screen in which all your work will be confined. For 
example, if you use the Spray option, the spray will appear 
only inside the window, preventing the rest of your work 
from being ruined by an accidental slip. 

It is possible to define either a text window or a 
graphics window. Only one window may be in use at a 
time; this is not a limitation as once you have finished with 
one. you can easily define another. If necessary, you can 
invert the contents of either type of window. 

Many packages fall down on their printer-dump 
routines, Pa&emaker scores heavily in this area. Selecting 
the printer icon will let you choose either an A4 or AS 
printout. Further to this, you are given the choice of three dump 
qualities: Draft, which is 'high speed 1 , takes half an hour for a 
supposedly low-quality A4 dump. There is also Standard - medium 
speed and medium quality. Finally there is NTQ, near typesetting 
quality. 

Be warned that you will be waiting well over an hour for a NTQ 
dump- But the results! They are stunning! If T had mot witnessed the 
finished page. 1 would never have believed that such quality was 
available from such an inexpensive setup, compared to phototype- 
setters costing as much as a house. 

The high- quality dump should be used only when your ribbon 
is fairly worn, to avoid smudging. It caters for most printers - 
Epson-compalibles, Amstrad DMPs And in the liear future 1 it will 
be possible to drive a laserprinter. 

You can dump a complete page, just the screen in view or a 
graphics or text window previously defined. What more could you 
ask? 

The last icon on the top left of the screen, a shaded square, 
could well be dismissed as the most uninteresting of the lot. In fact 
this is the Goodies icon: it contains a jumble of facilities. 

Preview, the first, lets you either inspect the page in ram or 
any other pages you may have stored on disk. Ii draws a miniature 
of the page on screen. 

Gridlock helps align the cursor accurately. Imagine a grid 



Centered 
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Justified 
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Word Ura 



He avoid text 
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-type-is-uliaHjiou- 
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Font 1 - Tittcm 
Ttmt 2 ■ Fining 



drawn on the screen - you determine its spacing. When 
the cursor is moved, it jumps in tidy increments according 
to the grid. This is extremely handy in technical drawings 
where straight lines are essential. 

If you want the cursor co-ordinates displayed, select 
the Coords option. 

Calls to the computer's operating system are available 
by selecting Command. These are better known as fc bar 
commands - commands prefixed with ihe symbol. 

It is possible to set the speed at which the pointer or 
cursor travels. Default is slow - but that is hare s pace by 
comparison to some other art software. The options for 
medium and fast can prove tricky for detailed drawing. 

Scanner is the final goody. It lets pictures Irotn a video 
digitizer be 'grabbed' and placed anywhere within the 
page. (Just as we went to press* Rontbo, maker of the Vidi 
digitizer reviewed in AA 15, released an overlay file to 
read its images into Pagemaker. We did not have time to 
test it,} 

There are only two icons left on the screen- One looks 
like a sick mouse: the Quick-Click Window (QCW). The 
other is a cross, You'll be thankful for it when you have 
made an error and wish to delete your last command, 
The QCW has many features that otherwise need two or three 
button pres$es. Choosing this icon will cause a further 20 to spring 
to view: gridlock on/off, zoom, ghosting on/off. spray size/typa, 
pattern select, shape characteristics and instant eraser, to name but 
a few, 

With Zoom you can magnify and alter an area of the screen - 
ideal for line or detailed work. Ghosting is the process of displaying 
an image on the screen but using only one of the two colours that 
make up that image. Shapes can be drawn hollow, solid, patterned 
and dotted, among other ways. 

You're not convinced that PageMaker is much use? The 
potential is there to create starthngly good newsletters, press 
releases, even small magazines - look, our cover p*ge was designed 
using Pagemak&r. 

What a system! The software is extremely well written with just 
about every function you could ask for - and others you would never 
dream of. 

You may well wonder how tt keeps all this information in 
memory. The answer is that it doesn't. If you select an option that 
is not currently in memory, it wJj load it from disk. Shuffling disks 
can become a bore, but the end results fully justify the need. 

Before you rush out and buy AMX Pa&emaker, make sure you 
have 164k of memory: either a 6128. a 664 with an extra bank of 
64k memory (the DK'Tronics expansion ram works fine), or a 464 
with an extra 64k and a disk drive. If you have these, then don': 
hesitate lo obtain this extremely useful utility. 



GOOD NEWS 


BAD NEWS 


► Features galore. 


► Takes a while to get used 


Powerful text- hand ling 


to all the features. 


routines, 




► Advanced graphics 




toolbox included. 




► Digitized pictures can be 




incorporated. 




► Printouts are 




unbelievable. 
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WHAT ! 




SURELY YOU'RE NOT STILL WAITING 
FOR THAT GAME TO LOAD ? 



ISNT IT ABOUT TIME YOU BOUGHT YOUR 
SOFTWARE FROM AMBYTE, THE ONLY COMPANY 
WHICH CAN SELL YOU GAMES SOFTWARE ON DISC 

AT CASSETTE PRIC ES 

q HERE'S HOW nr WORKS 



From (he lial below you pick |hc games you wanl, and we pul Ihem on disc ♦ easy Isn'l il? W« call Ihem custom 
compile I ions. The advantages are clear; you benefit from the loading speed disc games offer, so you gel more oul of 
your software, but you don't pay any more then if you vere buying the games on lope. Not only (hal, many of Ihe games 
we offer wouldn't be available on disc - where else could you buy a Master tfom'c game for E1.99. on disc, il il isn't from 

AMBYTE< 



ACTnnStQN 



ACC01 Ghoslbusli-rs 9 

ACG02 Mndsnadn* 9 

AC003 Mttitf oi u*> Lairds 9 00- 

ACO04 Rescue on FrfrcialuG § 99* 

ACO05 Hadvar »99* 

ACO0O Barry McGinn FkiP^o 9 



ALLEGATA 



A .. 00 1 Who J>ares Wins 2 £ .95 



MAOfli Tirders Kacp^s 1 9^ 

Chiller 1 9£ 

Nonie r faquou5 1 99 

Locomolion 1 99" 

IWOOS Sout □! 3 HoboJ 1.Q0- 

MA0OI I- orrnui a Orw Simula lor 1M 

MA007 Orxi Man arid H?s Oroid 1 Dn 

MAOOB Cavtf&oP Doom V99 

MA0O9 Into Oblivion t 09 

M*Dlfl r.pflBRoand 2 99 

MAO 1 1 Tr»LaslV& 2 99 

MA0 12 Kara 1 99 

MAO 13 nadicn* 1 99 

*.woi4 f .V* a&dfl roorbair 2 99 



MKftO-QEN 



MK001 Bailie of tKe Fiwr, 9. OS 

MK002 Three Weeks if> Parfdkfit 9 9S 

MK003 HertHTis s Dummy Run 9 MS 

MK004 Ecmnox 9.95 



US GOLD 



USOOi 8*aeiviead.> 90S 1 

US002 Smposstoto Mr&iiion 0,94 p 

US003 WKTri^rGair^s 9.95 

U SOO 4 Reium id Oi 9.95 fc 

US0Q5 BfuCfiLea 9,95 

US0C€ Cocres 9.95* 

US007 Zorro 9 95* 

USOSfl Bunliflh, 99S fc 

namtaTjftterfi 0 9!5 

USOlD KungFu 9 &5 

USOn nouniy Bab 9*TC 

1 jSoiz Dflsen s-'cw 995 



GRrJOl T lung 00 A Spring & 95 

GROW Way 01 The Tk}«# 

GTOoa Super Stoutn b 95 ■ 

GR004 Bounder 

GROGS Monly on I ho Run fl 95 1 



[ KUMA. 


K. r :l 


Slar Avenger 


G95 


KU0O2 




5 95 


KUOOJ 


Roc* Hawj 


6 95 


KU0Q4 


iiy F^nk 


S95 




: .t. >-■- -. ' M.ir^ 


695 


KU007 


Arrjo Navt& 


6.95 


KUDOS 


ft«n*gatfe 


6.95 


KU009 




6.95 


1 ELITE 




CoTPman^o 


e,95 


EL003 


r3omb Jack 




EL0C4 


Ghouls and Gohtim 




PALACE 


PA001 


Cau^r-on 




PA002 


Cauldr'on 11 


fl.99 



CflfW Jugijernaui 
CR0O3 f of mula I 
CF10O4 BFade Runner 



MAftTECH 



7 .9* 
7.95 
7&S 
995 



BRITANNIA SOFTWARE 



BflO0 1 PEav Vour Cards RioN / m 



CC002 
CCO03 



Amhern 



MTCD2 Jai*.s Supei^tAr 8 95 

MT003 GcoH Capes Strong Man 8 95 

M TO DA 5am Tox Strip Po-,* f a 95 

MT005 WAR B 95' 



Wmiec Sporis 



MtRRORSOFT 



WS001 
MS0C2 



Dynamite Dar\ 
Boulderdash 



995 
995 

9 99" 

fS!>5 
995 



FIREBIRD 



F \QQ2 Runeslone 

Co&la Capers 
fioos r.r- t'm- * 

FKX>6 ThrjndRrn r^s 
PKK>7 WaiowPal^.n 
FK)08 Dcm Panic 
FJ009 Sub*uik 
F01O ShoriKFuze 
fH\~i 1 The Comet Carre 

Winja Master 
FK)i3 CoSictpsi? 

Holtcl^oppCT 
FKJ15 TlYU&l 

FI017 Ihe Wild Bunch 

FI018 yia^P-.reb.r^ 

F-F019 Harvey Headban^er 

FI020 SpiKey Harolo 

PSQfrl Th^ii-e Europe 
Sa^ll^ lor Midway 
Battle erf B^inn 

PSOO^ Swords *rvrj Snrf r flr.y 



7 9G 
7.95 
7.95 
795 
395 
3 95 
3 95 
1.99 
1.99 
7 95 
J. 99 
1 cq 

1 C^D 
i ^ 
1 99 
1 93 
1 

1 9? 

1.99 




ORDERING fCPC 6123/664 & 4G4 machines onty) 
DON'T FORGET YOU MUST SPEND AT LEAST C1 5 ON TWO GAMCS 
PrEfasc co<i1 order any games marked *ith a star ('! yniess y*haue 
Siphoned us fen ihtr i%rnher bt?'ow) 10 rr.ake we they aie available. 
1 ho s r. h g*i mcs wc no; a va il a blc a 1 trio 1 i«no ol cur go mg id press boi 
should be when you read ihis ■ but don't lake a efta'nc#^ph6rt9 us, 
Olhewistf your ord^f might gel defayed 

You can ardor as many g^mns as you hkt?. use a 30 Da rate piece oi paper 
you pr£?l€f, burl don't ro/gci any oi tn<? deaiaif5 asked lor by thelorm, 

Phone 0277 229684 



Code Number 



THIe 




TcLiI Cfdei Vdlu* 



PriCft 



Customer Code (if you have 
one pieaso use it, it saves lime) 



Address. 



.Post Cod« . 



Cnoqun n^d por.mr orders should he macto payable to AMOYTE, All 
Orcfers should be r^^lcrj lo AMBYTE, 200 Nortti Scrvico Rtf P 
Br«nlwOOd a Es^e^. CM 14 ^SG 



CASSETTE SOFTWARE ON DPSCi 



IMPORTANT 

VOU MAYORDEH AS MAN V 0 AMES AS YOU UKE SO LONG AS THE 
COMBINED VALUE OF TWO OF THEM EXCEEDS CIS. YOU CANNOT, 
FOR EXAMPLE. ORDER SEVEN MASTERTRONIC TITLES UNLESS YOU 
ALSO ORDER TWO NORMAL PRICED GAMES- 



PROBLEM ATTIC 

We try to solve your problems with Arnold — nothing 



More on the disk operating system. 

I tioied with interest your article m Problem Attic ^December) on 
the disk ram icuiLmes. I discovered these routines myself aitei some 
heavy hacking and decided bo net them in a disk sector editor I 
was writing, but came up with a problem i hope you'll be able to 
help ir.e wliIi. 

Yotir article said one of the registers must ba pre-set before 
calling the various rou:mes. Qr.e of these, the G letfusler. contains 
The L-eztor required plus &C0 for data format disks or &40 for CP M 
disks. My problem is that ihe user of my program may hoi know 
ihe forrriat o: The d:sk lit* wan:$ lo edit and entering the wrong format 
causes a Read error" message which stops the program . 

Is there any rom routine I car, use to determine ihe cUsk format? 
Gould you aJso tell me how the system leads the vanous differ^ady 
formatted disks without any problem? 
M Worsley 
Fare ham. Hants 



Thsre are two ways in which you coukt 
discover the format of a tr&ck. The first is 
'legal': the second is not. J won 't repeat previous 
expkmaiiQn of ho w to use the commands on the 
disk ronir 

First r switch off Amsdos error messazios 
(coiumaiid I - Sot messaged Then using Read Sector 
(command 4JL ptece & value (I &41 and &C1 for IBM; CB'M 
and Date fonnats respectively} into the C register and jump 
the rum address. If the sector was read correctly* the carry 
Bag will be true ft is then a siwpfa task of recording, 
somewlipre in memory* the- disk format type. In the example 
below, which' will hold the format type: if for some reason a format 
wasnt detected, the error byte &FF wili be placed into 'which 1 : 








neJC: 

LB HL,EtD0D 




LB KL,S«tttSS 




LD, BE V 0000 




CALL £8CD£ 




LB 


;sec:or no 


LP tsetnessD^HL 




1ST reused 




LB A,t 




JP NC,re*t1 


;on-#rror juio 


LB tsttlf*i2)>A 




LB 

LB (which), A 




LP HL,r*adset 




CALL c-rress 




CALL tUH 




SET 




LB fread<;et1),HL 








LB A y C 




ners 1 : 




LB tre»d$*c?),A 




LD hl,*4QD0 
LB :-e # ccoo 










LB A, IFF 


; s i rch off 


lb cut 






terror messages 












LB Hl,t4QQ0 


^buffer address 


LD A,IC1 




LB E,0 


;dr i ve 


LD (nhichM 






; t ratk 


call tatifti 




LD t,\ 


;sector nn. 


RET 




RST J, re ad seel 








IP NC,ntxt 


;on-e p ror jump 






LB M 


; e I s 6 store 


LB A,&Fr 


; i 1 un*DLe to 


LD <which),A 


;se:tor no. 


LB <wii 


;read # set byte 


CALL onMS* 


;i*ssages an 


CALL oohfrss 


;to SFF then 


RET 


;tner return 


RET 


; return 



crmess: 

LB M 

RET 

setness : 

PI F 3 SSI 

PEFU 0000 
setness?: 

DEF3 00 

^ead&e;: : 

BFFB £84 
^eads p : 

DIFW 0000 
- e ad s e c 2 : 

Pi FB 00 



; rvitch error 1 



DEFB 00 




; format type 
; field here 



77r* second method is to call directly a rom routine which 
smomatimlly places tiw sector number in the memory location 
&BE51 This is not an approved method for accesing the disk rom 
as it is not via jump blocks - this means that if the rom is altered 
at any titne in tht? future, thv routine may not work. 

To use this, you must first move to the track you wish to test 



0*6 8*000 



LD hL,movtrat 
CALL SBC 04 

it (jnovtml),HL 

LB A,C 

LB £<navtrafcZ),A 

LP tfindsedM 

LB E,0 

LB B^ 



;drive ro + 



RS T 3,iT.GYtrak1 
LD E,C- 

RS T 3^ir-dsee 
LD .^CSBESU 

JET 

■ovtrak: 

Of rfl £87 
■ovtrakl: 

0EF6 0033 



;cnve no. 



Use the the command Move Track (command 7). Following that 
load die E register with the drive number (0 for A and t for MX then 
a call to th$ disk rom at location &CS6C is all you need. This will 
place the sector number read into memory location &BESL Very 
neat and simple But dont biame me if it does not vvork now or in 
the future! Here is a brief example: 



movt rek£ : 

DEFB DO 



;cet sector is. 
;put in 'wMth' 



findsec; 

Gf c tt Uiit 
f indsecl s 

BE r fl 03 




ufcich: 



;sector no. 
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PROBLEM ATTIC 

is too simple or too complicated for our experts 



Another poet 

IOl^—,/^ To the brilliant mag A A. 
Jr f ^ish to pose, 

P^^p^s } JT U I may 

^ To you some questions. 

IP ^he a ™ w ^ rs °f which, 

I hope ypu Tenons, f 4 } 
^T^r Therefore, here goes - 

0f V - poetic licence) 
^rl. Do Type-ms have to be accompanied by a pnni-oiir? 
F 2. Where can ] buy disk boxes? How much axe I hey? 

3. What is the best mathiitecode tutorial book? 

4. When vnll Hitch-Hikers Guide to the Galaxy be ready lor the 

464? 

5. When will I receive my free disk copy oi 3D Srtrstrike after 
Subscribing lo your. Fab mag? 

6. What is ihe best modem on the market for us Amstrad users? 

7. Finally, why does a CPC crash when the following line is 
entered (replace th« dots with about 100 minus signs); 

PRINT 365-f-...-51 
Gavin Manning 
Waiustcad, London 



B Don't worry if you only have one drive - m$ert the disk into Drive 
A; the system can be footed into thinking it has two. P1P.CQM should 



PROGRAMMING 



Keeping ii short and to me point . 
I No. 

2. Load & Run (tel 0322 73129} sells a selection of disk boxes, 
the best being ihe Proto 3-inch box retailing at £Z It's also for sale 
at WH Smith computer departments. 

3- Introducing Amstrad CPC464 Machine Code is the book to 
start an. It's what I used. Being both easy to follow and informative, 
there's nothing to compete with it. By lan Sinclair, ISSN 0 00 383079 
9. it sells at £& 

4 Your guess is as good a$ mine! 

5. It should be on the way as soon as you renew. 

8. We use the Nightingale modem and Gommstar software on 
torn from Pace For more details refer to last month's centre pages, 

?. Tour last point is very interesting,, but leaves me baffled - if\ 
anybody has any ideas or has found similar quirks, do send them in. 



If not SETUP, what? 



1 have been following the series on CP -M with interest as you cater 
for CPM Plus used on the Amstrad 6128. I have Supercalc 3 on 
disk, and alter reading your article on Setup thought that at last T 
had found a way oi starting up Supercalc imtnediaiely on booting 
CP M Unfortunate i y Setup will not nm under CPM Plus which SC2 
requires. 

My appetite whetted, I tackled the manuals, trying lo find a 
way of achieving the desired effect - no luck. 

1 hav* ro boor CP M, enter at the J> prompt, followed by 
retain when ihe copyright messages appear. Finally the slash (/) 
key followed by L to toad a particular file into ihe spreadsheet This 
totals six operations before Fm anywhere near starting all very 
tedious. Is there any way to carry out these operations automatically 
when CP/M first boots' 
CPL A Jackson 
RAF Wittering, Peterborough 

I certainly had lots of fun Mid games working ihis problem our This 
is the simplest method 1 could think of: 

Transfer the files PIP and SUBMIT onto your Supercalc 3 disk 
(these must be CP M Plus versions). This can be put into effect by 
booting your CP M Pius system disk and entering 

PIP B:PJP,C0*=A: 
This will load PIP.COM tnto memory; CP M will ask you to place 
the destination disk (thus should be die Supercak disk} into drive 



now vt> on rne aupercaic qisk. rwpwee zne system oisk into a rive 
A and type: 

3 IP B:Sye«IT.£0H=*: 
JbK carry through the procedure as before, And ! hope you now 
have the two hies on vour Supercalc disk. 

You now need to create a file called PROF1LESUB A frie with 
a .SUB extension has the special function that it can act as a 
command file - that is, it can tell CP M first to load a program and 
th#n press' certain keys. In fact it is fairly powerful and c-rn be 
useful for carrying out bonng or repetitive tasks. Unfortunately, tme 
ro most CP M hmcrtons. it s not easy to set up. 

The reason for calling the file PROFILE is that when the 
computer first enters CPM Phis, .'J looks for that filename and 
executes it immediately To cieste such a file, boot your Super calc 
disk At the prompt, type: 
PP PRflFILE-SUB=COfc: 
This will cause a cursor to appear Make sure you type exactly Ihe 
following: 



}12amTUfi«HCTRL*J> 
tITVlNl 

tlf\ lenameC?ETIiRN> CCTRL-J) 
!C T RL-Z» 



That will have created a file called PROFILESUB on your disk On 
my version of Supercalc 2, T had to type SC6 1 23 to run it If yours IS 
called 5CZ alter the first hne to suit. Anything m brackets should 
not be typed literally; they are instructions for you io perf-jr^ So 
for example, where you encounter CTRL-}, press the Control and / 
kvy simultaneously - this, by the w$v, means ntow dcvi-n one line, 
and CTRL Z is an end-of-ftle marker. 

The first line of ProSlesub indicates the primary action to 
per form (in this case it to load SC6J38). The gteater-than sign (<) 
is used within *i Submit file to represent Return m an application 
program. In the third line, you will notice the keys you must press 
to reach the desired menu within Supercalc and load a file. After 
filename' to the ftf* yxm wish to load 

For some reason I found it necessary to ttse two slashes, as a 
single one didn 't seem to work Any ideas, anyone? 



Just one more time 

The December issue suggested that people might send in programs 
to simutaip bin go. Here is a one-liner. Characters with an up- arrow 
are control code* For example, the G m front of 'Press a Key 
means rvpo Control C which will sound a beep when the program 



If c THE* WHILE :<S1 : aX*RSD( 1 )*8 ib^BNDM : *9:1F mUK, 
aS)=0 TrteN PfiINT" t 3»ress A key"; : kfh Ll£ :hH v S»- M : WEND : PHI 
NT MJ> a**: LOCATE br*4+1,«Jj*2+4;k=»l*lD#*il+1 iPKIMT k : PR LN" M T C 
!SJt»"0f£";it;" , O;B":c=ct J :-(ii,bS)=c:HENJ:£K0:£tSE SOTO 1: 
ELSE NODE 1:c=1;GOT0 1 



£ Fparnl^y 
Drayton, Abingdon 

Okay\ you win. But I tell you, its the last time, and only because it's 
one tine The AA offices are knee-deep in bingo programs. I: has 
got to the stage where Sob barely has the strength to (ahem) wade 
to his Joystick. Thank you for the overwhelming response. Please, 
no more! 

(Note a peculiar Control-Zero near the right margin of the 
listing's third printed line The others are Control O - the tetter. We 
apologise that the slashed zero is not yet working on our new 
typesetter - just as wed perfected it on the old one!) 
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WYPE - IN ^ 



3D loops 

Here is a tine routine from JD CraJHree of Darlington , wmq a simple 
algorithm. It draws up IS symmetrical patterns of iraeasi? com- 
plexity and refinement. The shapes are based on routing and 
mierwcavincj circles and ellipses. The demo lakes around seven 
minutes to complete - wall worth ihe lime. It just goes to show thai 
Basic is capabk oi comply and powerful mathetnaiicil functions. 



Variable height 

We have had ak>w double -heiqht, fast double-height, Basic double- 
height and machinecode double-height routines in past issues A 
sensible follow -up would be a program for variable height or width. 
You have John Keneally of Exeter to thank lor tlUS. 

The mam routiner is from line 6000 oa John ha^ included a small 
demo which shows oft the program's power. If you wish to use it 
in your own listings, the following variables must be eel up: 
al the string lo display 

x,y graphic coordinates 

** f my rnagnific-oLtion factors - horizontal and vertical 
d*,dy change in horizontal and vertical position for each 
successive character. Expressed as a proportion of the 
character sl2e. For normal horizontal writing make 
cix- 1 and dy-0. 
gink pen colour 



1 ! Variable hi$$hi 

2 1 J o hi Kt^ea+ly 

J ' Aastrad Action fit 87 

10 SfUMi AFTER 32;flu^^y=3u=10G 

5C MM t.:«l= H A^lr*d":G0SUB 60QO 
4C r.jrs7:qji*4:y57S0: <=50:gi nk = l :tjy=-ih! 
5C 3^^SCT n :B0SUB &Q0Q:* S M6 :y-Z1Z 
tE ^=0,J;ai^ ,r lf)N ,r ;60SU8 6000 

3l*CHR*(25J»*" -UHHH51) 

GOSUB 6Cdb:^»TftSiV*35d 
ICO ds-1:dy=0 + 2:B*=2:*y-? 
1 1D a$-' BRILL 1 ' :GQaUB 6000 
i?0 r=y-64*cy:dy**tfy 
153 IAKriGOSUB 6000 
140 gfM*ji K=192;y=l00:dy=0 
153 3S^EXUT!NG k ':«0StiB 6000 
163 m 

FOR t*1 TO L=K(ai> 

iDSO yl=v:F0* n*H TO \U 7 

6059 Wh I LE iZ<>$ 

IF t>2;>«8 '?&!<>0 THEN PLOT 

« l^y i n^: i 5, - i 4 : tftAMfi 3>"fi 

6D70 i2=C:i 2t*2) AM 255 : n1 = K HZ+m* ttfElfr 




Landscapes 

Last issue we reviewed the Landscape Eftibty This month Martyn 
Earn son of Stockton on-Tees has wm» *n extremely short routine 
to do virtually the same: create landscapes, This is an excellent 
piece of programming - no need to sftefl out £19, With a little 
modification it should be fairly single to incorporate routine to 
draw clouds, trees and so on 



1 1 Landscapes 

2 1 Rartyft Harrison 

5 1 Atistratf Action fib 3? 

10 &i* *C2S0),b(25O>,£Cr?S0> 

ED *DD£ B:fifta4;iifi30:l«« 0,11 

10 F81 Tfl 15; INK i,*NJ*?6 

-C VtA":F09 nt1 TO nn 

JO t(f = =^:>50/n:b(n)=VID*Z*PI 

60 c(n) 'RN0+1 5 : NEXT 

?fl Wirr;P*ltlT li LANDSCAPES" 1 

2G FOR i*£l 10 63-9 STE ? * 

9C plot f,0,0:y=lQ 

t GC k = Z*?I*W6;Q:FGR n«1 TO -- 

tIC y=y*a(r.>*tUSIN<n***o(nnl 

- 2 C DRAW *,y,cta):NEXT a;KEll 

13C F0S f*1 TO J000rMEXT:*.\ 
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Multi-coloured modes 

Ever wattled Iwice as many colours in all modes? TA Shah of 
BIaekbujT, a Lancashire, has written -a foaiasiie iiiilify thai will allow 
four colours in mode 2 n eight in mode I and all 27 in mode 0. As a 
consequence of the pregramming technique involved, when you 
issue a lODt command, the screen will flicker and look unsightly. 
To ov^rcorni^ this, several RSX commands: have bean included - 
these are conunands preceded by a bar { i }. 

These are the exira commands arid how to use them: 
M0>E ^ r 1 changes to mode n - fairly obvious. 

I INK sets all the inks to be used by The interrupt routine. The 
inks aifc set by the operating system's usual IKK command, but 
instead of the inks flashing when the second colour is used, the first 
number is used teJ display one colour and the second to display the 
oiher. You use it following the usual coittmand, like this: 

INK 1,3,6: : INK 



This will display Z separate colours on different pans of the screen 
- they will ttfrt (lash. 

\$£it,B sess the sise of the display area for the different colons, 
a must be a whole? r umber between 1 and 5: 

1 displays only one colour 

2 a quarter one colour 

3 - half one colour and half the other 

4 three-quarters one colour 

5 - all the other colour 

iflN switches on the lnlerrupt routine. 
G Ff returns your Amstrad to norma]. 

When the routines are on, all colours are changed because 
■hey are being flipped in the pallet te memory. The second program 
is a demo, showing off exactly whal it can do. 



13 p Ml LTI- COLOUR ?D MODES 
2Q 1 7 A Shah 

30 1 Arstrad nation Feb 87 

40 FOR L=t4D00 TO &A155:READ 35 

iO POKE \/MU't»**S) 

6C b = b*V^L( M S™ .NEXT t 

?Q IF b=1?65 7 THEN 90 

SB PRlNV'ERRCR IN D*7fi M : STOP 

90 CAU £A0CG:"0Dt 1 

100 PRINT' 'COMMANDS I «FAU ED" : END 

T1D ft ATA 01,(^0,21,54^. # CM1,3C 

123 DATA (9,TB,AQ,:3,E9,A0,C3,fM9 

133 :ma e1';5mq*C3,3MO,c3,30,ao 

HO *MF,^/^,£9,4E,CB,4f,46 
150 D;-A C5^F,tE,^,^,5A,e5,QMt> 
■6C or* Dj, D j , jO.rr, 'E ^VE^^ca 
T70 DATA FE^Od^O^^T^AO^C^JAjE 
ISO MTA AM7,CMB,3Z/*E,A?/£MD 
190 0A"A «g,21,1*,A1/0Ml,iM<#AO 
2GC DA-A C3/» 7 # 3Ci 21 ,,1 F „A lyAf/32^ t E 
21] MTJ Al,CD,l>;>,B:,:3,Q2,BC,F3,&i> 
223 DAT J =V!9,i5,}),i1,3 £ VA1,a6,0F 
230 DATA tS,48 # 06,7F,EMMQr 4 E,31 
HO DAfA CB,r,EM9,>3 # ?3,DM3 # t1 
250 MTA 10,E<: y O6,7F,0E,00,ED,49,ED 





)ATA 


27D 


DATA 


?SC 


DATA 


t9C 


J AT A 


330 


&ATA 


313 


}ATA 


3?Q 


DATA 


330 


DATA 


540 


DATA 


3i0 


DATA 


360 


tiATA 


370 


ItATA 


3*0 


D A " ^ 


5?D 


DATA 


4CC 


DATA 


4Tfl 


DATA 


4Z0 


OAT A 


^30 


5ATA 


440 


DATA 


45C 


DATA 


46D 


DATA 


47] 


DATA 


4SJ 


Mil 



'•9, CI, 
51, Al, 
A0,C3, 
31, M, 
CS,09, 
C5>**, 
CB,F1, 
10, EC, 
4B,S2, 
C1,*»* 
BC,£1, 
M,7E, 
C9,DD, 
: >,3,5, 

55, K, 

cc,cc, 

CO, 00, 
S8,03, 
00,00, 
00, D0 y 
00,00, 



D9,DD, 
21, 2B, 
EQ,3C, 
55,2$, 

06, 'F, 
M,06, 

cs,fe, 

30, CD, 
21,32, 

B[,D&, 

E0,<3, 
00,00, 

30,30, 
00,00, 
00,00, 

09,00/ 



06,7F,CB 
E1,FB,3£ 
Al, 36, 81 
F3,E5,DD 
05,&D,F1 
21/32>A1 
E0,S?,DD 
DD ,23 ,DD 
OE,00,ED 
7F>«>fi 
21,28,*' 
C0,CS,n 
0£,9C,:D 
M ,.S6,0f 

?0,00,DD 
CI, 10, EE 
>2,Al,f* 
00,00,00 
00,0C,OC 
D0,0G,CG 
00,00,00 
00,00,00 
00,05,10 



,Fl,fS 
,03,32 
,11, H 

,E5,i1 
/E1/F9 
,06,0F 
,iE,00 

,23,(1 
,i?,E0 

,t&,E6 
,54,AO 
,3IJ,A0 
,05,78 
,71,01 
,AF,CB 
,0Q,00 
,00,00 
,00,03 
,00,00 
,00,00 
,35,05 



1 ' Modes and t&lburs cfeno 

2 ' T J* Sftah 

10 !KC6E,3:50SUB t7C:F(Jft T& 15 
1Z m A,A+15,A;HEXT At ; iHKiLOCAJE 1,1 
30 (Ok k-Q TO 15 : PFH A:PRi>lf "PEN";*; 
40 NEXT a:tO(CAT| 1,V5:f0S A=0 TO 15 
SO PEN ;:P«INT"FEN";A; :»E)(1 A:C-0SUB 210 
60 !»I0DE,1:60SU8 170:!NK 1,11,25 
70 tU 0,15/^:INK 2,4,5:INX 3,22,23 
30 i INK: LOCATE 1,11: FOR A=0 TO 3: PEN A 
90 PRINT "HELLO"; :HEKi A ■ LOCATE 1,15 
0C r 0R A=0 TO 3:PEN A:PR*»fT "jtSLLO"'; 
Hfl NEXT »5&0Sya 210; :N0&E,2:G3SUS 170 
120 INK 1,11,5:IMK 0, 1 J , U ; I INK 
110 LOCATE 1,11:FCR A=0 TO.IiPEN A 
HO PRIHT l, HELLO";:tllKT ALLOCATE 1,15 
153 FOR A=0 TO T; PEN A;PR[HT"HELLO"; 
160 NEXT A: END 

170 PRU*- "DEFAULT CO .01 3 S " 

'30 FOR A=0 TO 1S:PEN A 

'90 PRINT ' 3 EN -,A;CHR$M43) 

200 NEXT A : PR 1 kT : PP I N T 

210 PRINT:PRI«T 

220 INPJT'PRESS EN'ER ";A5:C.S:RETUR« 



Budgie 

Ever wanted an absolutely useless program to make Arnold chirp 
like a bcrifjie? Your prayers have been ETLSwered, Ian Cookscn of 
Coventry has come up w.i-h an ideal solution, It may not be much 
use, bur will teach you a little about sound production. Anyway, u's 
pleasant listening. 

1 ' Budge 

2 ' Ian Coot s on 

3 1 Ams:reif. Action Feb 87 
10 £NT 1,20,1,0.5 

20 ENV 1,20,0.25,1,25 
30 EM 2,30,0.5,1 
40 Ed - 5,20,1,1 

6C F3R 1=1 TC .0 
70 F01 r=l TC 3 
80 durfnJ=iNT(Rnp,9)<? 
90 emsIkHR'JD'iJ-l 
100 enCfi)=IK?tliSI!>*2>*1 
110 !H)*etn}=THT<'N!!*9)t< 1 
120 NEH 

130 Er:(l),note':i),curC!,6,1,p(n 
140 SO UNO en(2) ,notflf2J ,dur(21 ,6,l,e(2) 
1f6 SCLIND ? n(3),flOte(1),djr(3),6,',eOJ 
■6G FOR TO INK R*lD+150)*ia0:MEXT 
170 NEXT 

1«0 FOR p=1 TO INT CRNO+' 000) ♦ 500: NEXT 
190 GOTO 50 



Rotating triangle 

The following program from Michael Pease of Norwich is a simple 
wiie-frame graphics demonstration. The program creates a triang- 
ular image, which it then rotates uound an invisible axis. 



' * Retiring :H«rg.e 

2 9 Nickel Pflsse 

5 1 Amsrrari Actier feb 87 

Id MOtfE l::U C,Q:1^K 1,*6:BQfiftF* 13 

2fl A=RI*0 : B = RISD : C = R>*D : PR INT 

30 PRINT fcl FRARE; B ; 

*D Of G : PRINT " **r*#*ir*** Graphic 

cImo by Hicha?! p&asf ********* 
50 P^INT "SEQUENCE:"; 3: LOCATE 1,3 
6J F0S T=1 TO S5: PRI ivr : NEXT 
70 FCR Z=1 TO 230-7 S rEP 7"F=F+^ 
BO AP*35*C0S{Z*AX:BPa35*SI»(Z^ 
90 CF=35*C0S(Z*t> 
*00 ORIGIN l?0*f AP-BP/2)*3p j ,1SO* 

110 CALL £8D19:PLC rYP,BP, 1 : >RAW BP, CP 

1J0 E>Rft M CP,AP:DRAVJ APyBF.IfU. 

1]C DR^ BP^CP > 2:DRAy CR/KPittlfJlfi A^ # BP 

153 1EKT:PJHNT CHRS( 7) : S=$* 1 :f =G:CLS 

tan jsoto 10 
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A 100 % role playing game... 
Come down Into the fascinating 
and devilish world of 
THULYNTE. Whether you are a 
warrler or a dealer, you will 
have to fight against terrible 
ennemfes whose only aim Is to 
destroy you. ^Sh 





Forget about soapy characters 
and flying witches I 
The most fearsome of all anti- 
social has got one mission : to 
get the president out of the 
prison-like MANHATTAN, Blood 
wNI not be spared J 



' 1. Voio Ftfux Ebouo 
94000 CftHell - France 
TEL. 01 0.331.43.39.23.21 



1 99! ; The year of all dangers, 
motorways have become bloody 
battle fields, fuN of looters of all 
kinds. Your mission Is to drive 
an artk-lorry changed Into a 
tank and to carry your cargo 
Into safety. 



When there Is no space Jeft in 
hell, the dead are coming back 
to earth,.. Your last possible 
Issue Is : a supermarket where 
you get down, body and soul, 
piloted by an ICON. 




1, Vote FtSlix Eboud 
94000 C retail * Franco 
TEL. 01 0.3 3 1.4 3. 39 .23. 21 



TYPE-INS 



m 



Screen flip 

Richard Turner erf Northampton has provided a mim -listing that 
turns a screen upside-down. A simple Call to location &9C40 sell? 
this in motion. 



i 

7 ' 



Scr 
tit 
3 1 Ars 
10 FOR 
20 POKE 
30 DATA 
40 DA* A 
SO fcATA 
60 DMA 
70 M"A 
30 DA*A 
90 DMA 
100 DAT 
110 DM 
tiO DAT 
150 1 C 



ten flip 
hard Turns 
trad Actio 
t=S?C40 TO 

t,vurr 
oa,cb,17, 

17,C8,1D, 

iD,ca,u, 

17,CB,10, 

cB,i7,ee, 

CB,1D,CB, 

* C3,17,tB 

* 7C,1?,E1 
A C2,t9,VC 
ALL 



Feb 87 
89CA3:READ ai 
+aS):H«T t 
01,00, CO, 11,Cf # Ff # ES 
CB,1 D ,CB,1 Z^CS^ 1 £> # Ce 
CB,1?,CB,1D,CB,17,CB 
CB,tD,tfi,l7,C8,1&,LB 
7D,6?,™,CB,1?,C8J& 
lD,CB,17,C8,1D,Cfl,17 
1?,CB,lD,CB,1?,CB,li 
,1D,CB,17,CB,1!>,7D,02 
,03,1B,2B,7D,B4,Ff ,00 

,C9,0MMMMQ,DQ 
to flip screen 



Electronic rainbow 

Messrs Efcldorff and Havratnd in Denmark have written a program 
that will allow you to create some totally meaningless yet satisfying 
effects. Oiing a joystick or the cursor cluster, pattams can be 
produced which, when the fa* button or copy key are pressed, will 
coma ta lite. Jfs done by palette switching, a CPC speciality-. 

K you wish to use a joystick, remove line 20. For a grceeivactfe&ri 
monitor, remove line 160. 

t 1 E 1-ettFOi ■ t Sainbo* 

2 1 Rasnus i dor f f & Mads MdvJiarid 

3 1 Afistf ad Action Feb 87 

10 Left^4;r:gt.t-7S:yp-73:d^-7Z: 

-•.fx*;?*-. Jayst.uk • 
20 left*!;r:"3ftt = 1;up=2idcnn s B: 

1 jtty board 
53 si=52C':y=2D2:pr=T:«O^E 0: BORDER 3 
4Q INK 0,C: FOR g-1 TO 15:*EAD a 
50 INK s,j:p5=pJKHRS£a):NEn 
63 WKIiF IttKErifxIs — 
70 ^x>tlKKfY(4eft}x>-l ANC *>0)*S- 

(INHHfigtitlO'l Mi3 x<632>*8 
B3 y=fy4(IKXl>[tfp)o-] AMD y>8).*B- 

(IKKEKdckrnTo-l m<q y<392**8 
93 5 l0T K,y,p:PLD7 * , y-?:p-p+l 

130 if p=l6 -hen p=i 

11-3 UENI;1iHU£ iNKEU*7>=-1 1: . 

123 m > TO IS" ••«:;.;; z^;:^^^:;* ■ . • 

HO ]NK g,ASC t«3 DIE pS,o ,■!>>: NEXT 

15-3 WINDtRUN 

163 MTfr t,2 J!,20, 26,25,16, 7,3, 6, 

■ lS>24,22,tM,10 4 Coiour 

175 JATA 2C,1P,18,17,16,1<,U,13, 



Window saver 

As you know, it is possible? to create windows under Arris trad Basic. 
These can open at any postlion on the screen a maxiniiiiTi or seven 
at a lime. One annoyance, 'hough, is thai if one window as defined 
on top of another, the contents of the bottom one are lost forever. 
David Lincoln of Bee bier,, Nottingham, has produced a program 
that will save areas of the screen ir.lo memory. These can be called 
back ai any tune - not neceasaiily to the same position. 

To load and save a window, you are provided with two RSX 
commands: 

itf*SAVE,*,b,c,d,e 

!b.LQO,£,b,c,d,e 

In bo*h cases, a is the left position of the window, h its ri</hi P c top. 
d bottom. 

The final parameter, e. is the memory address where Ihe 
window is to be stored. By varying ii, you can store more than one 
window, Anywhere from &40OO to &6000 is as good a place as any 
to start storing a window, if the whole screen is saved, though, you 
need &4000 bytes and the start address must be near to &4000. 

Obviously, the same address value must be used when 
restoring a window. It may be loaded back to a different screen 
position, as long as the height and width are not aliened, For 
example: 

ill. SAVE, 10,20,10,20,44000 
i H* WAS, 30,40, 10,20,14000 

will generate a second copy of the first window, 10 characters lo 
the Tight. 

It is possible lo calculate the number of bytes needed for the 
window in memory: L*D*8, where £ is the number of rows of 
characters in the window, and 

D - {right of window - Ion of window)* (widih of character ). 

The width of the character vanes according to the current mode 
setting. It wil] be 1 in mode % 2 in mode 1 and 4 in mode 0. 

To save the program as a binary file, type: 
SAVE. l wiNDOta.BiN",B,*A0a0,*F9. 

To reload, type in direct mode: 
FFl3*t 4A00C: LCJC'U 3 N&OW, 3) IT rt All 8A08C 



1 1 U^doirf SAber 

2 * David Lincoln 

3 1 Anstrad Action Feb 87 

10 FOR t=*A080 TO SA080+IF9:RFAD aS 
20 b=b+V4Lrr*al) 

30 poke t,vurr+a$):NEn t 

40 IF i=27?66 THEN 60 

50 PR^rERfiOR IN DMJT:ST0P 

60 PRINr'Ntw tOfmand* available:" 

SO PR3MT"iM,L0A0,<a>,O>,<£>,<d>,-ce> M 
90 CALL &408Q:END 

100 DATA 01,66 / Al / 21,7B,Al,CD,Dl,BC,t* 
110 DATA 2E,Q1,26,00,22,7E A0,C3,?A,AC 
1? 0 DA-ft 21,00,00, 22, 7E,AM0,6E,0C,DD 
130 DA'A 66,01,22,78,Afl,DD,7£,02,DD,46 
140 DA li,9fl,3C,if, 26,00,22, 7C, AC, DD 
150 DA'ft i6,0S,2i,Dt>,iE,Dt f 2O,Ct>,lA,B{ 
160 DA"*, 2? f 76,AQ,E5,0D,&fi,06,25,DD,dE 
10 DATA 04,2D,CD,1A,BC,50,C1,7D,«1,»2 
180 DATA , 26, 00, 22, 7 A, AO, 2 A, 7 E, AG, 7D 
190 Dr; 37,CA,24,A1,DE,08,2A,7A,A0,4S 
200 D A~n 2A, 76,^0, £&,5B, 78^0^^12,23 
210 DATA 13, 10, FA, 00, 7?, B7, 28, 13, 2A, 76 
228 DATA A0,C0,26,BC,22,76, A0,2>,7A,A0 
230 MTA 45,2A,76,A0,C?,E3,AO,2A,7C,A0 
240 DATA 70, 30,dF, 22, 7C,A0 > e7,C8,2A,76 
250 DATA AO, CO, 26, BC, 22, 76, AO, EU, 53, 78 
260 frATA AO,C3,DE,AO,0£,08,2A,7A,AO,45 
270 frATA 2A,76^C,EC,5B,78,AO,1J*,77,23 
280 un , 3,50,fA,CO,79,B7,28,10,2A,7A 
290 DATA A0,45,2A,7fi,A0,C0,?6,8C,22,?6 
30Q DATA A0,C3,51,Al,2A,7C,A0,3e,7D,B7 

310 DAI A. C3,22,7;,AC,ED,53,7M0,?*, 7 6 

320 tATA A0 y I&,26,BC,22,76,A0,t3,24,A1 

330 DATA 6E,A1,C3,8A,A0,C3,94,A0,57,2E 

340 DATA 53,41, 56,C5,57,2E,4C,4F,41,C4 
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AGRAL-S6 

That dynamic Danish duo, Rasmus Keldorff and Mads Havm<ind 
have written AGRAL - A GEAphical Language, Agral m a very short 
version of the well known language Logo, These are the commands 
that Agra] accepts 

VAU * move x units (backward* when x is negative) 
TURN x turn right by x degress (left when x is negative-) 
■ ANGLE x aets cursor to bearing x degrees 
CLEM x changes the background colour to # and clears both 
text and graphics screen 

P£N£1l k changes The drawing colot*£ O-deiese, l^yettow g 
3^ green, 3^da:ange 

LOOP x no nestling allowed. As the name suggests, you can 

repeat or loop sevei&l commands 

FN* starts execution of your program 

To help you oti your way. hem is a small routine to tty; 



LOOP 10 

WALK TOD 

turn n 

itttlK m 

tfiiK 100 

WA;K 10C 

fURK 126 



5 1 A 6 ft A L - 5 6 

2 1 Kasmgs KetdorH 8 Mads %ifr$td 
5 * Anstrad Act icr Feb 8? 

HEJtORY i $(20): FOR g??D00 

TO r011:REA0 w:?iKF g,«:N£XT: 
f.Org-0 TO 7 1 REA0 w: 0(9) =a { w) : NEXT; 

" il>"VAl« , . " if ftH. 1 *NfiU ,C L£AR, 
fEHCtUdQPi^ ZrGDStfB 170 

;G0SUe 1505*16 
20 IF VP0$(£3}*21- TKEN MODE 2 : JO 
"ELSE LINE iftf-UT M > ";b$ -b'S*UftP-ERS • 



CMkEGSuB 1CO:G<TO 23 
3D IF ta*ip»Q THCAI S.iiUa 1 70 : tOSUE 40: 
GCrSUB KOiSC'SBB '60:?FTURI* ELSE 
H ip ThEh RETURN 

■py= f*C0S (ling 1) i a ft Aitft px^yyp: 

53 sng^iangHfl HO'S - 360 :-RETURJil 
M"'anq'i^ rt>& 360:PETt-RN 
70 GCSLB l70:,Mj : l*6-:-W: WO 

9fl t=f ;i - h i-ps 1 TUftN 

100 IF bS- ;, ?hD-" -HEN IF ip THZH &0S(Jtl 
* 70 : i p»0".;"i »-<t .1 i : f OR t p= 1 TC ::F0A 
S^l TO s:b£-'H-h):S«SUB 110; 
.'KEXT h/tfl ; ; *a: l s=a H ^0 : GOSliB I'M): 
G 0 & U&i .1 50 Jl R £ T L? ^ M USE PRINT 
M £NS .fiat Expfr-rtec'' : fit TLRN 

VO v^STRfbS/ H );IF v*Lp=0 THE-« : v. 
PRINT: "Sfntzx Err cr. al ;ITETVRK: 

}>tl fUt fl lO 11 STEP 6tl? *IDS 
C » $ , 5 jj if- ■ ) a I f r T$ < b4> 1 > T H 
ip TH6N- iS f i ) =bS : 1 = n r s I F 
T HEN PRINT "F^JD v o F»LL&k M :RETU*N" 
Fl SE i = i ELSE i jkjj EL 5f NEXT: PRINT 
p Un tnovn C onma nd": SETUSH 

WKj/6M GOSUO 50, 50, 60, ?Q, SO, 93 

:RETti.*» - 

WHILE ;tl<Erso ,M, :^[l:1iHnE 
JNK£Y*=" f> ;y E.VD : RETURN 
15.0. HOSE 1: BOSKS bc:r«K : .0/bc:iV< 1^24 
;3hK £/1|:iW5 3,15 
: = ?;G0£je 1S0 :^0DE 2 : c =4 :G0$U8 180 
:LDUTF 1,cY:«EiU'RN 
c=0:.GO£JB 160 : cy=l/P0S UC>:H&P£ 1 : 

180 POKE 7005 ,.IK T (b(ic)-/?36) : POKE ?0Q8, 
^T^t^lJ/aSSJiC^.L H-OG:RETUtN 

190 MU 1,0,6^,35,11,1}, 17, D,G, 237, 176, 
201,1, 5,1,^,3,1, JJ,iUch-infl Cod* 



130 



1.4 0 



160 



170 



The 3D world 

Continuing with three dimensional perspective, we have a win 
world for you, programmed by Jason Erskine of Newhaven. ■ 1* n 
$hon siae be ties its execution time, 



1 1 THE 3D kORLD 

2 ' Anstrftd Action Feb B7 
10 HOPE 2:PL0T 320, ?00 

20 FOR M1 TO 360: DEG 
30 FOR b-l TC 19 STEP 2 

*Q P.„0T 3Z04C19D-13*b]*:05(a) # i00*190*SIV(a] 
50 NEXT b : FOR t»1 TO 19 STEP Z 
6D PLOT 320r190*COS<a)^00M190-1O*c}*SLN(d) 
70 NEXT crNEXT a 



Guidelines for Type-in authors 



If yoti pl^in to send a Type in listing to be considered for 
pubUcation, tiete are a few pointers: 

Use lov. r er case rather ihan capilab (or variable names. Keep 
th&m short but meaningful. 

► Do not us© fetters that look like numbers as variable names: 
lower-cdij* L (L) t capital I or either O, Even B can look like 3 on 
some printers. 

► REM ssatemertfs make the program easier io understand - 
especially when yoti rediscover it on tap^ six month** later. Put 
program name, source and daie ni the lop- REM every subroutine 
to outline its purpose, 

► Slructure your programs - divide them into sensible pioced* 
ures. 

► Avoid long multi- statement linea. Short lines make debugging 
easier, 

► Try to keep lines short enough to fit our columns without 
confusing wrap-^ucunds. 

► And pjtfrt make sure youi name and address {in human- 
readable form) is on every single piece, esp^mally the label of 
the caesene or disk- Keep a copy, 

Wu*i *nd :;dy type AMSTRAD ACTION 33 
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HOT Tl PS 

The page where you can help others reach 
enlightenment with their CPC 



Fat keys for Tasword 

If t!K Scott (Problem Attic, October J really 
wanm use 2k For key deorit:ori3, the follow- 
ing short program will do the trick. Whether 
it wilt be of much use is another matter. 
Tasword doesn't leave a lot of roam for Files- 
as it is, and after this program is run the whole 
of the- tutpr rus? w.ll no :or.gqr fit. Vou get a 
File FuJJ message after 1&5 lines, 

10 H IT HBO L AFTER ?5£ 
2fi HEHORV fi9F20 
30 FOR a^89F?1 TO 49-7A 
40 ft E A D b$ 

50 POKE a,VAL("S">oS) 

60 NEKT 

70 CALL 49F21 

SO RUN' TASWORD" 

90 PATA \\Mj&A$M 

100 DATA Cfi,CD,15 # afl,C9 

The routine can be used in any other program. 
It permits up to 255 characters or one key - 
for example, type <E y 

139, STRINGS and pressing the 
small Enter koy will give hundreds of AAAAs. 

The program can be modified quite easily 
to give more or less memory Jot expansion 
keys. For example, change all 9Fs m the 
program :o 37 and change the sixth data item, 
08, to 10 to get 4k tor expansions. 
Alex AM 
Birmingham 



Putting Ascii in its place 

Here is a shortish routine that Tm sure will be 
of inreres: to many readers. 1? can transfer 
Ascii files from tape to disk or vice- versa. 
Alternatively, you can view tho lext file, ratrinr 
Like The Type corr.mar.d m the CPM operating 
system. The program Ls self-exp:anatcry 

1 h licii transfer 

2 1 til Ht Gregor 

3 1 AmsTrad Ac t i on Fta 8? 
10 i&lSf:M0D£ 1 : LOCATE B,3 

20 PRINT "AS C 1 1 TAPE / DISC TftANS F£R" 
30 LOCATE 1,10:INPUTWEH TAPE 

FILEMAHE';ftS 
40 PRINT: I N PUT " ENT F R DISC 

FILENAME 1 ;fd$ 
^0 LOCATE 12,19;MHT"1 — 

Tao* to Dfsc" 
60 PRINT TA8I 1 ?>"2 " Disc to Tape H 
65 PRINT TAB 1 1 2>"3 Rtid FH*" 
70 LOCATE 1?,23:INPJ? ,, EYTER 

M0lCE'";s*L 
80 ON seL GOTO 200,1 33,00 
100 : "APE .OUT :0PEMI 4 f dS 
110 OPEWUT fti 
120 50SJ3 JDC' 
200 i T APE • I N sOPENIJl ftS 
210 0PEN0JT fdS 



220 GOSlfl 3DC 

300 WODE Z : UHILE NOT EOF : 

LIKE lkPUT£9,«S:PRIM aS 
310 PRUTi?,aJ:WEID 
320 C.CSECUT 
330 C.CSEIN 
340 f D tSC : END 

OD .OCiVTE 11 / ?S:INPUT >i n)ap« or 
(D3isc";seLi:*elS=LPPERSfse,*J 

410 IF s« LS="*"THEN IS=ftS: i TAPE 

&Z0 ! F Sfl tS = "D"THEM *J=*cS: i D I SC 

£30 OPfMN'V 11 ^! 

UO «0DE 2:LH1LE MOT EOF : LINE 
!HPl*f9 / aS:P«1»T ,iS:WfND: 
G&TC 320 

RJ Mc Gregor 
Bristol 



Complementing sound 
digitizer 

1 "nave written a program. Sound Baric* to 
complemfeiii Digi&ftGr {A A 15) far S3 33 users, 
it icis you store dig:r.fced suundb :r. the up|jei 
four banks of memory. This leave? tuU Basic 
memory untouched bar that which contains 
the digitizer program. 

The memory avaUable to store the digit- 
ized sound is 64k, wluch by my calculalioris 
gives approximately 4S seconds of sound. 

Type the following in direct mode - make 
sure n ts between 0 and &3FFF: 

MEMORY 18FFF:L34D "DIGIT HE, 8ir 
CALL W000:DUT S/F00, 196i MUM,* 
^VE^bankr'.o.SiOaO^n 

out nm^9Tt n f imn f t\ 

OUT S7 £ CC,19B; fi,Ji000,r 
Sm ,, bark! ll / b,ttaDQ,n 
DJT £7-GC,199: R,UC0Q,r 
SAVE l1 bark^ u y fc,U3Dfl,n 

Each bank is saved separately, so four files 
will be saved to disk. 

The OUT commands tn this program 
charge the bank to which data is sent. OU T 
17 F 00 > If 2, lor example, is the CPCs normal 
memory. Cl T i? FCC , 1 5 6 troves th* firsi bank 
into the memory locations &4000 to &8000. 

Type In the Sound Bank listing and save 
it to the same diec that holds both Digitizer 
and your digitized sounds. Sound Bank will 
a Jtoma:icaJiy load the Digitizer code and your 
digitized samples - and pressing the correct 
keys will treat your earn 

1 ' Sound Bank 

2 1 ^drew Wa .ker 



10 HOJE ?;«EH0Rr 16385 
20 ^^iJiT'PUase **'t ... [oading 
30 OUT *7F00, 196 aOAO^ban^l", 16384 
40 OUT 47F00 / t97:LOA& 1, benii2 ,, / 16384 
50 OU T *7f CO, 198: LOA&'bar^r, 16384 
60 OUT 4?FCC / l?9iL0A> ,, bar<i ,, / 16384 
70 OUT 87FCC>192:HEH0H MFrr 
80 ^ D i- d i a ^ ^ re" ^89000: LL 89000 
90 GOTO 180 

100 OUT «?FQG, 196: iP, 16384, 16382 

110 OUT 8?FflQ,19?;RETURK 

120 OUT K7ffl0,197: rP JP l63a4 / 163B2 

HD Oejr £^0^ / 19^:S^£TURH 

KQ OUT S?F00,198: lP, 16384,16382 

ISO OUT C7FO0 J9?:RETURfl 

160 OUT 47F0Q, W:jP,16584,16332 

170 OUT *7F00,m:RETUftN 

180 MODE 2 

190 niUT*Pl*y bank 1,2,3,4 or 

S equential 7™ 
200 a$-UPP£ft*ClNKcTS}:IF aS=" M 

THEM 200 
210 IF «Sa M V'THEtf GOSUB 100 
220 IF aS-'^^THEH GCSUB 120 
230 IF 3S= n rTKEN G0SUB HO 
2mC IF aS^"4"lH£N G0SUB 160 
250 IF a^ H S 4i TMEN G0SUB 100: 

60SU3 120:G0SUB H0:S0SLJB 160 
260 GOTO 180 

Andrew Walker 
fiornd&an, Fdrt&moulh 



Bank manager s are no joy 

If you Are a litllfi uneasy i^irc "he Bankman 
iitihtv supplied with the 6 i 28 here are a few 
lips 

J, The maxyal stales that the command 
for putting data uito the extra ram i$ 
lBANKUtlTE,3r^,^S,d where 'd' is optional 
However, t have found thai the correct com- 
mand should be ]BANKyRI7E f r£ # *$,d-iw 
tag that you do not use the 4 S\ The same 
applies to jBAttKRE4D, 

2l A very useful thing to do. fust before 
jBAfclK 4 Cluing, is to place The same number 
into &ki£t as you usod in the llAHKOPfll 
command, like this: 

20 B4WCK,? 
30 G0SJ8 1C0G 

1000 aS±S?ACES(7) : i B*^RE*6,rZ,aI,d 
1010 mm 

This allows you to use the variable 3 1 other 
parts of your program without corruplxg the 
length of the string data which wWl be pur into 
si in line 1 000 

3. Remember, any numerical data written 
to the bark must be integer forma! I :ned (I 
know, I should have read the manual) to 
I9ANKWRI TE several numbers with decimal 
PBtntl 31:11 in them. Of course when trying to 
rerrieve them, ail I got were integers Example: 

*r0 a = 1345**78 

20 aS=S-RS{*): iB#NKlffilTE,rI,aS^ 

'030 a3=SP«EI<?h iBA»KR6*0,rS,*S,d 
1010 PRihT at 

The result, 1343- What I do now is multiply the 
number 1 wish to store by a sufficient power 
of 10 to eliminate the decimal pom: before 
BAMKURITEing r not forgetting, of course, to 
divide by the same figure after : BANK AC ASing. 
OR Andrews 
Pwle, Dared 
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HARDBALL and TAPPER 






Hardball Soft 06063 07063 iKeyboardorJoystick) 



Tapper SoftO$007/070Q7 (Keyboard or Joystick) 



Hardball puts you in the Field as both player 
and manager with control of physical play 
and strategic decisions, testing your split 
second reactions and your planned 
approach to the game. 



You are the frenzied bartender trying to 
keep the never ending flow of thirsty 
customers well watered. There's the Old 
West Saloon, the Jock Bar, the Punk Rock 
Bar and the Space Bar. Keep the sodas 
coming, but not too fast 



Order your copies now 
at only £9.95 on tape 
and £13.95 on disc 

Available from good Amstrad computer stockists- 
Or svnd coupon to Marketing Dept, Amstrad, 
Brentwood House, 169 King's Road T 
Brentwood. Essex. CM 14 4EF. 




Brentwood House* 169 King's Road, Brentwood 
Egsex,CMl44EF. TeL (1277 2S0222 



rSend MUren 10: M*fc*Dftg Dipt- Ann.&*a4GettftPfiflr Glwtmnie* ftc. Brentwood How. 
IflMbtBpff 



Name „. 
Address 



Postcode „ TeL No. ^m^*^-— « 



HARDBALL 

TAPE 106063) 

TAPPER 
TAPE coma?} 



HARDBALL I 1 

DISC (070631 L I 



TAPPER 
DISC (07007) 



{PLEASE DQ NQTSZ W AN ¥ MONEY Wf TH TTW> COUPON) 



MHZ 



m CREATE YOUR OWN DESIGNS JN 
THRE'E DIMENSIONS WITH ' 






Tar rh<* f *rs t itrnc on [he Amstrad compilers yoj can now create 
you? own designs *ri three dimensions. ModuiU jl^a Hows you 
to iiraw -n k y. and z co'Otdipates with ih^SimpNaif fl( standard 
two dimensional drawing systems Create three dimenstonal 
rl lustrations and display them m true perspective from any angle.: 
Twist, turn, rotate the images through a full 360 Zoom fn closer 
and view the object *rom iht? insider'Qyitu r&v&aJ rig' 
Model Universe can be operated by keyboard, joy slicker /rnousa" 
control wi th full 1 ZOOm in and out Tanilriak. Ail created smaye^caix 
be "ou tput tod ise t or ca sse tt e )< pr i n te r or piotte r. Bm 1 1 i n sol t ware to 
d-tmp screens to any Epson co^npahhle printers rncludmg the" 
Amstrad DMP2000;3C»a , , 

With th<? full use of ail 27 GqIOm^s IheapphcalipnSiare endless 
From flames wrrlei 10 Qraphic de^ <}ner; Iforr te^c^er to technical 

i1te$tratob-or just for fun 4 

From tfifc technology gJ "^mainframe * computers. Mode! Universe 
simulate Three drrtitjnKional m:ayes in h manner Mtfbias yel ICH 
-bo soefl on holno computers, ™ 



Cassette £15.95 
Disc E19.95 



"MOUSE?" JOYSTICK OR 
KEYBOARD COMPATIBLE 



ARMOR LTD iAWB) • „ 
1 18 WHITEHORSE ROAD X;. 
CROYDON ' ./; 

CRO 2JF . TEL 2»r G1-684-8Q(* 
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R six-month recap 

Booting CP'M started life during the warm month of July: the time 
has come for it to give up its post This concluding pan will, briefly* 
go over all the major issues raised in the past 

Don't worry if you are an avid redder of this series and havn 
many unanswered questions. Send your queries to Problem Attic 
where wft shall gladly deal with them look, there* one ?his month. 

Enter the operating system 

Part one (issue 10) showed you how to bring CP/M 10 life, with 
examples of the CP'M operating system commands. 

Those with two drives discovered that typing B lotfa on' id 
drive B. Similarly A: switches back 10 drive A;> 

To caiaiogue a disk, or show Us directory, the command is DIR. 

Type REN followed by the new filename, equals <-) and the 
existing filename to REName a file, i.e. 

REN tilename.nev; file name, old 

Erasing a file is mii pk\ Enter ERA followed by ihe name of the 
file you want to be rid 0& 
ERA filrsname.abc 

A final, very useful command es Type. Ente: TYPE with a 
filename followirg it to display any Ascu or text file or. the screen. 

What's stat? 

STAT was (he major topic of discussion in pan two Us found on 
the CP/M system disk and is used 10 display a more detailed 
directory or extended file information. 

Files can have certain "attributes' associated with them, That is, 
they can either be 'Directory' or 'System' , and System files are 
normally hidden from directory displays. Files can also 'Rr^d.' 
Wrile 1 (R/W), which means they can be changed or deleted, or 
"Read Only" (R/O), which means they can't. 

Stat can take various parameters' - or none at all. Simply typing 
STAT at the keyboard tells you how much read' write space (in 
kilobytes) there is left on the disk, 
Entering STAT V will display; 

RECS - nrp record is equivalent to 128 bytes 

BYTES - length of file in K 

EXT - number of 16K 'extent* blocks, and 

ACC - whether the file is R/O or R/W. 
Finally r the filename is displayed 

The STAT command can be used in a variety of ways Thus* 
alternatives were derailed ht the third pars of Booting CP/M. Used 
by itself it looks pretty puny, but used with qualifiers it lets you 
inspect and alter the whole nature of your CPC, 
STAT filename - gives Ml details of the named tile, including its 
Size and status. 

STAT VAL: - provides a list of the valid formats for STAT 
parameters. 

^7 AT DSK: - hats a 11 characteristics of the current disk drive. 
STAT DEV: - lists the current assignment of physical (actual) devices 
to The CP'M loqical devices (device? assignment is explained later 

on). 

STAT logical: ^physical: - assign* the specified logics J devic* to 
the specified physical device. 

STAT filename SR/O - sets the specified file to read only status 
STAT filename 3 R/W - sets the specified We to read and write status. 

Device assignment 

Part three also covered the obscure subject of device assignment. 



Your CPC system is made up of various devices - the disk drive is 
only one. Other elements are the keyboard, screen and any interface 
pods. On the Amsirad these are the printer (Centronics) pon and, 
if you have one fitted, the RS232 or dserial port; 

CP/M was not designed specifically tor the Amstrad range, and 
runs on a variety of machines. The problem with 'portability is thai 
most computers have different screen layouts, keyboards and 
expansion pom. 

CP M lakes care of this by distinguishing between "Logical" and 
"Physical' (actual) devices, Physical devices are best regarded as 
the aclual keyboard, screen and interfaces o: your computer. 
Logical devices arc pan of the CP/M operating system and are the 
same regardless of ihe compute* systeir.. CP-'M upeiaies by 
assigning ic-crical devices to actual physical devices. 

CP/M 2.2 has four logical devices: CONsole usually covers both 
keyboard and screen- ReaDeR covers the serial input device: PUNch 
covers serial output and LIST is usually a parallel or Centronics 
printer. CP/M plus is slightly more up to dato, having five logical 
devices: CON1N:. CONOUT:« AUXIN- , AUXQUTl and LST:< 

Physical devices are named differently and reflect CP/Ws age. 
The keyboard and screen are called CRT: (cathode ray lube), The 
semi interface is called TTY: in 2.2 standing for teletype and SIO: 
(serial input output) in 3,1. The printer is labelled LPT:, 



Logical 
Devices 



Actual 
Devices 





CP'M Plus 


cpm 2,2 


CP'M Pit! J 


CP'M 2.2 






COMN: 
CONOUT: 


CON; 




CRT: 


CP/M 




AUXIN: 
AUXOUT: 


RDR: 
PUN; 




SIO; 


TTY: 






LST: 




LPT: 



K«yt>Q*rd 

ScHat 
Port* 

C*MrGnlc* 
Pqrk 



*H you hava an RS232 add-on Mi ted. 



Piping Tom 

The Ociober issue of Amhirad Action dealt solely with PIP - the 
Peripheral Interchange Program. PIP can be found cm your sysieru 
disk; as its name suggests, it is used to copy files from one disk to 
another, or to and from peripheral devices. 

Using PIP. it is possible to create your own file. Typinq; 

PIP A:filenarne- CON: 

This will set the file 'filename 1 to talce input directly from the 
keyboard. In other words, whatever you type at the keyboard will 
become part of the file. You finish the file off with CTRL Z. 

Create a file, lor example, containing the word 'HELLO", If you 
catalogue Ihe disk, you will see a new lile in the directory. 

You have now created filename. If you wish to view it, type: 

PIP CON:-A:filenarne 

Tho word 'HELLO' wilt appeal on screen. 

As you can Rae, PIP can be used to create files and inspect 
ihern, bul what else? Fur starters, files can be dumped to a printer; 

PIP LST:-A:rilename 

One o: the most important applications of PIP is the copying 
of files from one disk 10 another The ability 10 copy files form disk 
to disk moans you can create disks with just the files you need for 
any given lask. 

If your CPC has iwin drives, and you wish to transfer a file from 
drive A to drive B. then enter the following: 
PIP B:= A: filename 

It is possible to use PIP to copy files on a single drive, if you're 
using CP/M Plus. Unfattunately this is not the case with CP/M 2.2 
Filecopy makes a nice alternative though. 

That multi-talent PIP 

Part six of Booting CP'M really showed what a useful program PEP 
is. Not only can it copy files but, by supplying various parameters, 
a great deal of user control can be nxr>Ttf>d when transfering Dies 
front one source to another, 

The format of these extra parameters goes as follows: 

PIP B:~ A: filename f parameter] 

Take note of the syntax; the para rioter must be enclosed m 
square brackets which are at least one space distant from the last 

tfrittmpum- AMSTR AD ACTION 37 
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character of the filename. Some of the more import-ant parameters 
include: 

[E] - echos all transfers to the screen. 
[L] - converts capital letters to lower-case, 
[U] - converts lower case to upper. 

[Qstring ] Z] copies a File until the word or letter following 0 is 
found. 

[XJ - copy non-standai'd Ascii files: such as basic and binary ones. 

More than one parameter may be included after the main body 
of the PIP command; 

PIP LST : = DEMO.TXT [O Qhelio 1 Z] 

This command sends the file DEMO.TXT ttf the printer in 
upper-case and ending wher. the word 'hello' is encountered 

Copying disks and things 

There is no shortage of copy-utilities available under CP M. Part 
Six sifted through T_hese with explanation where necessary- 
Users of CF.-M 2.2 have DISCCGFY to transfer the etire contents 
of one disk to another using one drive those lucky enough to 
posses two drives have CQPYDISC. DEJCKIT2 is also available for 
disk Copying; It has the advantage of being simple to use and can 
be used on either single- or dual drive systems, 

DISQCTT3, v/hich operates under CP/M Plus, i£ very similar to 
D1SKTF2, but makes use of the extra bank of memory to copy in 
larger Chunks'. The DISHT series has two other uses: formatting 
and verifying disks. Individual files can be copied with PIP or 
FILECOFY. 

CLOAD and CSAVE transfer files, from cassette to disk and 
vice versa. Their syntax is: 

CLOAD u cas5CtteiUe'\dLsMile 
CSAVE dLskEle^cassettefile ^writespeed 



sign-on message, key translations and disk drive parameters 
{irJonnation altered by SETUP). 

Vendor disks are GF/M- formatted disks with blank system 
tracks. The conversion is achieved by invoking SOOTGEN, which 
reads the bootstrap and configuration information from a disk with 
system tracks. Once the data has been read, BOOTGEJT asks for 
the vendor disk you wish :c j-&ert. 

So far half the reqiiired CP^M information has been written lo 
your vendor disk, the other half is installed by invoking SYSGEN in 
precisely the same way and following the same procedure. 

SfSGEN is specific to CP M 2,2_ To copy the system tracks in 
version 3. 1. you need COPYSYS - all prompts are displayed 

Getting technical 

Those of you wishing to delve slightly deeper into CP/M should tale 
note of the following programs: 

DUMP this will display the contents of a file on screen Version 
2.2 displays the contents in hexadecimal only, wheras 3.1 shows 
both Ascii and hex. To dump a file, type: 

DUMP Qlename 

LOAD (2.2>HEXCOM (3.1) - converts a Ee assembled with 
ASM into a COM file which can be run independently. The command 
is 

LOAD filename 
or 

HEXCOM Qlename 

depending on which operating system. yoti T re using. 

DDT - standing for Dynamic Debugging Tool has many handy 
functions for the progranmer.'hacker, DDT allows you to run. inspect 
and modify 'object' code. For an in-depth look ai this subject* refer 
to the last issue 



It's a Setup! 

The SETUP utility, described in parts Six and Seven, allows CP/M 
2,2 users to configure disks to their own needs. A brief run down 
of She SETUP'S facilities is as follows: 

Initial command buffer - up to 138 commands can be executed 
automatically on booting CP/M. 

Sign-on string - up to 233 characters can be output to the screen 
when starting CP/M 

Printer power-up string directs characters to the printer on 
startup. 

Keyboard translation table ~ allows redefinition of keys to suit 
your taste. 

IOBYTE setting - device assignment, detailed ear her on 

Alternate and IY register saving - this defines whether or not 
the BIOS saves the alternate and tY registers, 

BIOS message enable 'disable - switches certain operating 
system error messages on and off. 

Initial command buffer clear, preserve - defines whether the 
trdtia: command buffer is cleared when a key is pressed. 

Drive motor on delay - seis the length of tune the BIOS waits 
before stanmg disk drive motor 

Drive motor off delay - sets the length of lime the BIOS waits 
between last disk access and tinning off the motor. 

St tupping rate - sels the speed as which head may be stepped 
across disk 

Serial interface configuration - alters input output baud rales, 
data bits, stop bns and parity of the serial lmerface- 

As you can see, SETUP is extremely useful, though there is no 
simple way of implementing this using CP<M Plus, However, if you 
rum to Problem Attic, there ;s some explanation of executing a 
program from CP/M plus. 

Reconfiguration is the name of the 
game 

Unfortunately lack of space in the last isnue meant thai this little 
section got left out. 

BOOTGEN and SYSGEN cue two utilities that allow reconfigura- 
tion of the system tracks on a CP/M disk. Alternatively a system 
disk may be created from a vendor disk. 

System track information is held in two different blocks on the 
system disk, one containing the boor sector (tiiat is, part of the 
operating system; and the other holding information such as the 



R legal exit! 

There is one particular file on the CP-M system disk that allows you 
to esit legally (?) from CP and return to the native Amstrad disk 
operating system (or Basic, if you prefer). Go on try it: as the A> 
prompt enter: 
AMSDOS 

As far as Ym concerned. AMSDOS.COM is a waste of lit of 
valuable disk space. Ji*M pressing Shift, Control and Escape all 
together works wonders. Gn that note- 
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THE BIG BYTE SOLUTION! 

If you are thinking of another 3 " drive for you rAmsfrad think again! Because th© 
5V4" second drive from Pace offers so much more: 

• Lower price • Massive 800K capacity* • Simple plug in connection 

• Free utilities disc • Uses cheaper 5W floppy discs • Unmatched Pace quality. 

The addition of a Pace large capacity drive enables access to a host of CJ*M 
software available on theSVV format. Every disc drive comes complete with free 
utilities on disc, one of which wilisnable text files created on anfBM under MSDOS 
to be read and written to, On the Amstrad 6128 or 8256. 

Pace disc drives are renowned 
ir high quality, and are 





ecified exclusively py many 
fducational estaiilishrirjenii : ^^; 
m to last, they feafiffl(BpPl 
reclsion^ mechanisms ana 
ll-mefdl cases to ensure the 
ighesf levels of data integ 




Avatiabfo from yourtqcaid^atwordfr&ctffpm Pac&^ fortffor^ 
PACE Mtcro Technology 

AHerto^ftood. Bradford, Wegt Yorkshire. Tel. 0274 4682J1, Telex No.'S1336' ■ 
Pastel Mailbox Ho. 274 Telecom Gold Mailbox No, 79: FC£ 001 

mtT#l, No. +44 ^74 4BS21* 



MIRAGE IMAGER MK 111 






The only 
AMSTRAD 
Officially 
Approved 
Copier. 




Amstrad owners can rtuw 
transfer nny program to di$o or 
tape at tli* touch o£ a btitloii 64K in just 
14 sees, from disk. The New MK1 1 1 ls much 
faster loading with unbelievable compression 
using less space on your disk Undoubtedly the best 
copier available today and the Only one recommended by 
Ehe Amstrad Users CluJb Don't settle for less. 



Please stale your Amstrad Mo CPC464, CPC664 or CPC612S 



hi ease af difficulty order directly from: 

Mirage Microcomputers Ltd 

24 Bank Street, Brain-bee, Essex CM7 7UL 

Tel: Biaintree (Q37G) 4B321 

Telex No. 937400 Ref. 28238001 




Available from good letaileis everywhere 

£49.95 

Existing Milage Imager Owners 
Update you model ior just £5*35, 




IREM 

OfTWARE 




Top Quality Utility Software for your Amstrad 



HEW - NEW - HANDYMAN ■ NEW - HEW 

FORMAT YOUR DISCS TO 41 SK 
Handynai |he unicuo disc enhancement 
package aJtews you id manage, t.se and get 
mom from your discs. Look ai lh£$G unique 
teaurw:- 

* Format your discs to ^ 1 6K (303 K par side on a 
sft trf art CF? disci 

- Saw unwarned dtec$ onto tape So rotoase 
expensive disc space 

* Full dfsc/file gearcii ano edit. Ftnd and alter 
messages ;n prog rams 

* Superb menu maker puts a menu selection 
system on your discs 

* Fllemate displays ASCII Files, finds teal in 
files, prints files GfcaK 

"Siren has Corns up With another marvethus 
piece of software Amstrad Action Decern ber 
WM 

'This is just abotrt ino b&si disc ut&iy thai t 
have had to u&e" Arrrlix! Jan 07 

Ami Ex! Golden Screwdriver Award Jan 87. 
HANDYMAN ON DISC FOR THE 464tiG«fi 12B 
ONLY £12.99 



"Without a doubt Siren Software haw produced some of fhe 
bast disc ufl'.fe ^w/ soon m the Atmtrjd range of 
C0fWU&i5 r 'AinlJ H January \M7 



The ideal Christmas fireqenjjl Buy Handyman. Maslertfisc aid 
Discovery Pus and receivo a free A D.*tf" 3 inch disc box 
(worth £5.99> 

Ais& avaifabte-.' Andrives, Mega Drives and AnvarmN 



MASTER DISC 

THE D ISC USEfiS UTILITY 
Master disc mnlainn 31 dr-sc copies d rectory editor, fast 
formatter, sector editor, tioprotecEor, disc and taps head*' 
readers, trans disc, t^ns tape, disc map, typeftle. cumptile & 
zipdisc. 

M 7ne package seems jb iwrt rety wefl orr #h? M ran^e flf 
machines ■ AmtFx J u ne 66 

ri Eaert section /s JfcjJIiy dotumtmtf mtfr cfew and precise 
insfmcrions^Amti* Junt 36 

Tnis Siren package family does df&r your guile a fol for your 
money" Amstrad Action June 96 

So far vm ti&w yet to End a disc that if cannerf copy ton, ft 
eifflr? copies iMTkwmtt&d discs' Amtix Juno 56 

Master disc awai lab 1 1 en disc only for Ihe 44^664^1 2a 



MEW - HE W ■ DIS C QVERY PLUS - NEW* NEfl 
The ultimate lapa to cisc ;ransl<sr program 
^jDd scorery Pfrits mausl b€ Die mosl advanced aid 
probably most efficeni tape lo disc transfer 
utility to date" AmsJrad Acr*>r Dftfitiftlbar 1966 
This program wil transfer mora games to disc 
than any oihef transfer program. Thfr first person 
who can prow otherwise will receive twice his 
money back!! 

Discovery Pftm oonsisss of 4 easy to us© 
programs thai together will irzr.sfo- an ex Irene y 
high prc-porton of your acfTwwG On'jci disc. 
Alsn included s deta s gi -ow to transfer o^er 
100 games! 

Si Ivw Sc rAwdrivcr A ward Amt in! January 1967 
DISCOVERY PLUS ONLY £14 .M ON DISC FOR 
THE 4G4ffi64ffi1 2fi 

UPDATES 

If you have our old Discovery pt^ran send it 
back to ua and wa wifl send you the new 
Discovery Plus for onty £5199 {or ES.M if yeu ham 
Discovery on tape). 

Transmat owners. S^fid us yoiiT TfansTat to 
receive a £2.50 discount if you have Lno disc 
version of T^ansmal or C100 if you have tha tape 
version of Tr^rismai. 



SIREN SOFTWARE, TRAFFORD TECHNOLOGY CENTRE, 43 ELSINORE ROAD, 
MANCHESTER M1 6 OWG TEL: 061 846 9233. ACCESS CREDIT CARD 

HOTLINE ^061 796 6874 



The . 
Shape of m 
Things to Come. 



Phone NOW for details of 

OWft£W. 

SENSATION A I 
Software Store' 

on'Saftttne 

0509 
266322 






3" 
CF-2 



# 




#6 



ff2Sd* 



24H0UT Credit Cart 
0509 



Despatch: Same Day on ALL orders Before 3pm 
Olshs Same Day 1st class post 



SERIOUS SOFTWARE 



A day in 
the life: 

Surgical 
support 



Dr Patrick Harkin, a lecturer at the University of Leeds pathology 
department, uses a wide range of computers - micros to main- 
frames - for medical teaching. He has been recommending the 
Amstrad range even in the most staid British Medic&t JmtrnaL 



?nm The post hi rives A Letter from the edMoi 
of AA asking me to write for 'A day m life" 
- nice - and a bank statement - not 30 nice 
AU my friends assume I use a financial pro- 
gram to keep track of my bank account. Since 
Nat W esi has invested millions in hardware 
and software to do just that, it seems churliah 
of mi? to duplicate the effort. 

9am This mommy I am lecturing to a 
group of medical students, k is a complex 
lecture, so I have a handout for them. 1 wrote 
it or, my £3 3 38 using Pretext and Prospell. It is 
taxi only. It would be very useful to be able 
to include graphics, so as soon as 1 saw the 
adverts for AMX Pagenviker* I ordered a copy 
and bought an A MX rr.o jse. Four months later, 
no PageMaker, and no reply to my letter About 
the bugs in AMX An. Serious software seems 
lufii as hyped and o%'er^proir.o:ed as cranes. 

10:0 Sam In my pigeonhole T find a letter 
from the coroner asking m& to gire evidence 
nt an inquest. I call up my original report on 
my of [ice 6 128 to refresh my memory. 

Dam One of my current research inter- 
ests is a computer-based audit of hosptia) 
autopsy practice. This is done on our univer- 
sity mainframe as the statistical processes 
used lake a minimum of 4 megabytes of ram! 
We have just finished our preliminary study 
and are ready for the final run of the data 
program. 

11:10am Bleep! (My radiopager, not 
editorial censoring!} As a hospital doctor. I am 
involved in patient care and occasionally have 
Id respond to urgent requests from clinicians. 
This ls a cat! for a fast opinion on a breast 
rumour, Tho patient is stiU m theatre and 
depending on the report will have either a 
simple removal of the lump or a major opera- 
tion This one is beiugn. 

12:40pm Sqoash T'm trying to lose some 
weight and gel fit. Silting in front of i keyboard 
or a microscope aL day is making me podgy! 

2pm Teaching, t have rt&ponsibiliry for 
h ccrrputer- based teaming project in this de- 
carrrnem. We use $ network of BBCs. as they 
were the best value (or money when w6 
siarted work on the project four years ago 
I'm not suit? what rd choose if I was starting 
again today the new PC25J2 looks very 
interesting There are 13 teaching stations, 
each of which is fitted with a computer-control' 
led slide projector. At Leicester they are using 
a similar system with videodisk. I wrote the 
sontro" software for both machines as a side- 
ways rom chip. 

4pm Time to do some writing. Articles 
published in medical journals are written in a 
standard format with a list of references to 
other articles at the end. Every research 
worker keeps a list of interesting articles, so 
;nat when trie time comes Eo publish new work, 
they can be referred to The trick is to keep 
references on, say.coriputer-assisted learning 
separate from references or. other subjects. I 
keep a ^s 1 : of all my references on Masierfile, 
wi:h a keyword system which allows me to 
select relevant references: L can then "export 
them from ftfas*er£ilc and put them at the end 
of my paper, which I am writing using Profexr 

6pm. Home! Dinner and relaxation 1 



quickly read the journals - two good articles 
in die British Medical Journal and an infinus- 
kves poko tor Jack the Nipper in AA, That will 
come in handy! Im a closet gamcslreak. but 
1 car.'i devote the hours you need to become 
really good, so these pokes arc great! I got 
into computers 10 years ago, just after I started 
ttnfrftWiry, playing & game calted Stir Tmk 
onone of the mainframes. This was a strategy 
game, rather than a shoot -em up, and it was 
written in Bask. I learnt Base by studying I he 
listing and adding bits. From there i moved 
on lo Algol and Pascal, then with the advent 
of the microcomputer [ moved back to Baste 
ard ihon to mach;ne-codes first 280 and men 
6303. My first micro was an Exidy Sorcerer, 
th&n a Dragon 32 n Spectrum 4BK and finally 
a CPC 61 2S. The others are all hidden in 
cup- boards around the house. 

B SOpm Feet up in front of the 
toUy waiting for St Els&whezo (well. 
/ like if) when I suddenly remember - 
I dMnl get back lo the project statistics 
after ihaf urgent case this morning, and 
they have to bo ready for % o clock 
tomorrow. At] is not lost! With an 
acoustic coupler and Mini Office U. 
I cyn log on from horne e run the 
program and gei ihe results back. 
I can't do proper plot outputs ai 
home (not at i! 100,000 p£r Versatoc 
plotter I earftQ but by shifting the 
data into OR Graph, I can manage 
a reasonab-e print out on my 
Citizen 130D doi- matrix And it's 
done in tame for Si ES&Wktt&I 

11:20pm And GO to bed 
with a cup of tea and Am&iad 
Action That reminds n^e - 
that article. But what do 
t do that s of any interest 
to an AA reader? Til think 
about it tomorrow. 




SERIOUS SOFTWARE 



Absolute 
Beginners 

Andy Wilton's course for Basic novices 
comes to an end: 
tying ft up with strings 



In the first of Absolute Beginners we teamed how to use the PRINT 
command to make Arnold display massages on his screen. Since 
then wft've Kesn how PRINT can also tell us che value of variables 
and expressions while a program is running. 

Commands? like PRINT which make Arnold tell us or show us 
things are called output commands. They are vital to qui programs; 
without Them we wouldn't know whether the programs had done 
what we wanted, or even if they'd done anything at all If you look 
at this program; 

10 a*12: b*8 
?B c=a+b: d-a-b 
3C PRINT t*d 

you should see what I mean. Imagine the program without that last 
line. Arnold would still do the arthmetic in lines LO and 20. but you 
wouldn't know what answers he had come up with. 

So much lor output. In this last AB we're going to look at the 
other side of the coin. Instead oF commands that make Arnold tell 
us things, we 11 be meeting commands to make him ask us things - 
what are known as input commands. 



'THE COMMAND 'INPUT' 



The most impgrtani ir.put command is simply INPUT It makes 
Arnold ask us whal value we warn a variable to have. Type this 
program in and run it 

ID PRINT "inter a number" 
20 INPUT a 

iO PRINT ""Tie variable 'a r nerd has the vaNue"; a 

After the message from line 10. Arnold puts up a question mark 
and a flashing cursor. The program hasn't finished yet Arnold 
would have put up the Ready prompt if it had, Rather. Arnold has 
reached the INPUT command in line 30 and is asking you what 
value he should give to the variable "a' + 

Just type in a number IB say, and hit Return (or Enter on a 
464). Thai tells Arnold you're finished entering the number, and he 
can carry on with the rest of the program. 

Line 30 prints out a message telling you what the value Gf the 
variable V now is. It will in fact be the number you typad in at the 
*?' prompt - IB or whatever. That's because the moment you hit 
Return after lyping ihe number in. Arnold assigns that number to 
*a\ If you type in the number IS, line 20 acts from than on as if it were: 

The difference is that with a simple a - I5 r assignment you have 
to choose the value of 'a 1 at the time you write your program. INPUT 
on the other hand lets you make that decision when you nm the 
prexjram, and that can be very useful indeed 

As a demonstration, try this little times table program out. It s 
very like one we tried earlier on lit the series when we were looking 
at loops: 



ID a ■ 1 



20 
5C 

SC 
60 
70 
SO 



■JHTLE a<>D 

PRINT "What tim^-tabi* 
INPUT a: PRINT: PRIM 1 a 
FOR b = 1 TO 10 
PRINT b; M T-<flVt*Jl 
NEXT b 
VEND 




6 you want"; 
ies Table" 



This will punt out a times-table for whatever number you enter at 
the line 40 input. It'll then prompt you for another number, print out 
the times-table of that and soon, until you enter the number 0. Then 
itTI prim out the 0-times table and stop. 

Nonce how the WH HE- WEND loop checks to see whether or 
noi V has the vahm of 0. Notice also the assignment 'a- 1" in line 
10. This is to make sure a 1 umt 0 when Amok! reaches the WHILE 
in line 20 for the first time If V was 0 at that point, Arnold wouldn't 
go through the loop at all and the program would finish. 

There are lots of other uses for this kind of INPUT: asking you 
what size the program ;•! :! -i • i -a ■ :'vi;-,o. tor ox:-imple : or the 
number of times it should draw it. Mow though, I want to go on to 
a rather differ en! topic, 
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STRINGS AND THINGS 



Type in this listing 
it does: 



you probably won't need to run it to see whai 



10 PRINT "This is an Amstrad CPC" 

?0 PGINT rl Amsmc CPC? are usefjL things 11 

50 PRINT 1 jse my Anstrad CPC a Lot"' 

Nothing dazzling* you'll agree. Now edit and add lines until the 
program looks like this: 

5 a** "Ai»str*d CPC" 
10 PRINT rl !hi$ u an M ;aS 
20 P^INT aJ; M s are useful t hi nqr, , " 
3D PRINT M use my 'ja*;' 1 a lot." 

Run that to see what it does, and then edit line S to read: 

I aS ^ Arnold" 

Run it agouip and notice the difference m the output the messages 
Arnold prints on the screen. In other words, what's going on? 

Well, is acting like a variable. It's just a name taking the 
place of an operand. In each of lines 10-30 J afr takes the place of 
part of the printliet. Whafs new here is that "aST is taking thr place 
of a piece of text, rather than a number. 

Things thai stand in for numbers are called numeric vanabl&s 
or simply variables. Things lhat stand in for pieces of texr are called 
string vajti&bies. or strings for short. Their names can be letters or 
words, but they re always followed by a dollar-sign (i) to distinguish 
them lion*, numeric variables. We pronounce the dollar -sign 'string', 
so if yor, saw a string -name written oluphoni$ you'd rail :t elephant- 
String' out loud. 

Line 5 of our program assigns a value to String assignments 
work exactly the same way as numeric variable assignments: you 
have the string name to the left of the equals-sign and the value 
VOtrtre assigning to if on the right- The value as a piece of text 
enclosed in double quotes, like this: 

«f = "Arnold" 



NOTES ON QUOTES 



The quotes iiieu'L pan of the value, and won'l ^how up when you 
do a PRINT aS". They're only there to show where the value starts 
and finishes 

The value of a string can include spaces, mathematicaJ symbols 
or punctuation- marks as well as the more normal letters and digits. 
Don't try using rinu hie- quotes in a value, like ihis: 

a$ = l! Sa r "BOD" to a goose" 

Arnold will mistake the second double- quo! e for the end of the 
value, and give you a syntax error message when be tries making 



SERIOUS SOFTWARE 



sense of 800" to a yccse". Single quotas are okay lit siring values, 
though, so you can :if;p rhose instead. 

You can assign from one string to another try this new line 
S out: 

5 at - "Antrarf " : :i="CPC": at a ui*cS 

This isn't really adding; J b$-cS' means fc b$ joined to cS\ When you're 
join ma strings like ilus fc order is important: b$ > cS has the value 
"Amsurad CPC but c$ + b$ is the leas useM "CPCAmstrittr. 
(Spaces typed in the right places within the double-quotes can be 
useful!) 

Joining strings together is properly known as concatentaion. 
Mosc p&ople still say joining' or "adding\ but it's as well to know 
the proper term even if yoti never use it. 



INPUTTING STRINGS 



Just like numeric variables, airings can be assigned to by INPUTS. 
Try this program out 

10 PRINT "What ?i yojr naie"; 
20 INPUT nam*l 

30 MINT "He..c/'; name$; ,J ! Hy name's Arnold," 

Thtjre are more useful things you can do by inputting strings. 
Take a look at thtsse Few tines: 

n PHUT r, &o you want to carry on' 1 ; 
100 INPUT r«ptyS 
110 IF rtpLy* = N nO" THEN ENP 

Notice how in both these examples Arnold prints the prompt 
- the question your input la supposed to answer - complete with a 
guea(ion-mark. ever thouqh neither PRINT message has one, 

The question -mark doesn't actually come from the PRINT 
command at all - if s actually put up there by the INPUT, immediately 
before you get the dashing cursor. K you want to prove this for 
yoursell try deleting toe 10 in the first example, or line 20 in the 
second 

Of course without the prompt messages yout program is much 
harder to use. A bare quest ion- mark dofcsn c tfttl you what informs - 
ij£Mi yo',i v (/: i-iupposfid to input, or even whether it's a string or 
numeric variable the INPUT is assigning to. 

To make programs friendly and pleasant to use. you'll almost 
always want Arnold lo print some son of prompt message before 
putting up the input cursor. Input prompts are so common, in fact, 
that Basic makes special provision for them. Instead of using a 
separate PRINT statement before the INPUT, like this; 

r 0 PRINT "'fchai's the capital ol 8a i s m«T; 
?D IN^UT capitals 

You cart do the whole thing with an INPUT statement alone, 
like this: 

10 INPUT "What's the capital ol Baluchi $tan";capi ta It 

This eaves a bit of typing effort, but more importantly it makes your 
program more readable. In the second version jfe obvious at a 
glance that the Baluchistan message is a prompl, 

There is a reason, though, why you might still want 10 use a 
separate PRTNT command as in the first version. Imagine you want 
to vary the prompt according to circumstances, or previous inputs 
perhaps. If you try doing 'hat with just one INPUT, you'll com^ 
a-cropper Take a look at this attempt: 

'0 IHPUT "Uhat 1 * yOiK flare"; raneS 
23 INPUT "What's the capital e* Baluchistan, fc, ;*a 
■e*; capi t a L S 

11 s supposed to produce a dialogue like this: 
AStfOLD: Jhat is your na«? 

YOU: Archibald 

ARNOLD: Una* * s the capi cat of Ea -.uch i stan, Archibald? 

Unfortunately, when Arro-d sees tha: , namelF m line 20 he 
assumes [hat's the string you want the INPUT command to assign 
to. To avoid this you'll have to do the second prompt and input 
longhand, like so: 

20 PRINT "what's the capital of Ba Luch- ";r>ama$ 
30 ] NPUT cactalS 



The prompt-message of an TNPUT command is the only place I 
know where you can't use a string-name or stnng-expressior (lik* 
al t iP CPC") to replace a pie™ of text in quotes. 



MULTIPLE INPUTS 



Where you want two or mor*> pieces of Lnforation to be input at the 
same time, you can use a multiple input like this one: 

10 IKPliT "ifhat coordinates do y&u *ant";eas:, north 
20 PLOT east^nortHJ 

When the prompt comas up, type in a number between 0 and 399 
for the point's height, and filially hit Return, 

Arnold uses the comi™ to work out where tho digits of east's 
value end and those of north's value start Try typing in only one 
number and seeing how Arnold responds Then try typing in three 
or tour, all separated by commas. 

This is all very well as far as numeric INPUTS are concerned, 
but what about strings? Strings can contain commas, so what 
happens it Arnold fir.dn a comma in the text you enter at an INPUT 
command? 

The comma could mean one of two things. It could mean 1 
want the string's new value to contain a comma" or it could mean 
*This is where one string calue ends and the next begins.' 

Arnold solves the problem quite simpjy. As Jar as hus 
concerned, any comma he finds in your reply to an INPUT is meant 
to separate strings. If you want him to treat commas as pan of string 
values, you mtist use (lie command EJNE INPUT. (LINE and INPUT 
must have a space between them.) 

Try this litrte program out it should show you the difference 
between INPUT and LINE INPUT: 

15 INPUT ,p UelL";a* 
20 PRINT a$ 

50 like mm n vt\\?ftfjt 

CO PfUNT bS 

Run the program, and to each "Well?" type in the reply What does 
happen alter the comma, I wonder?' Arnold will then print out 
however much of this input each command could handle. 

As you can see, the whole of your input goes into the LINE 
INPUT string, comma and all You can input only one piece of 
information ac a time with LINE INPUT, and that must be a string 
value. Otherwise the command behave* just like the simpler INPUT. 



ABSOLUTE END 



So this is the end of the series We've covered all ihc basics d Bctsic 
in thr p,ir.[ 10 mouths. You're no lor.cre: dn absolute begmner. II this 
were Elite, you *hou!d hy now be rated at least 'Dangerous'! 

Watch out tor further tunta on Basic in columns like Hot Tips 
and Problem Attic. Happy programming. 
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PLUG-INS 



REDS IN 
CONTROL 

Let Arnold automate your abode 
via the mains. Jim Nagel investigates 

Red Boxes 

General Information Systems F £129 starter pack 

A new hardware add-on can put your computer to work on a whole 
new range o( useful applications: home automation . 

Called simply Red Boxes, the gadgets can turn lights on and 
off, limit the kids' TV viewing, detect intruders or carry out many 
other tasks you could invent* 

"Connor applications of this soil have been dreamt about for 
years by home-micro enthusiasts. Do it your sell propels involved 
festooning the house with wires - not to mention tying up ihe 
computer. While controlling the washing machine, ii couldn't be 
doing anything else. 

The double genius of the Red Boxes, however, is that they n^d 
no special wiring: they send signals along the mair.s wire. And once 
you've typed instructions on your Amstrad you can Leave Red 
Leader, which contains its own microprocessor, to keep ihe other 
Red Boxes under control white Arnold goes back to playing 
Staiglid&r. 

The starter pack cotUduns Three of The bon^s, sure enough in 
bright red livery each with a red flex, a red mains plug and a red 
ir.dica(or light And a 5Q-page user guide in red covers. 

The one designer-labelled Red Leader is the brains box. The 
others are simply colled Red One (same ssa* but with a 13-amp 
socket) and Red Two (half as long, with an infra-red motion 
detector). All have a tiny, almost- invisible override switch. 

The only things not red are a cassette, and a peculiar lead: at 
onn end a DIN plug and at ihe other a rather naked edge connector, 
only thrfifi of Us 17 pins needed. To wall- mount any of the units, 
brackets a;e provided not r*d 

The printer port, surprisingly. Is used on the Amstrad CPCs. 
That's where the edge connector goes, and the DIN plug into Red 
Leader. In effect it's a clever serial link without a E50 serial interface. 
(On the other hand, if you have a printer, you'll have the annoyance 
of unplugging it to talk to Red Leader,) 

The cassette contains a program 10 turn Arnold into a terminal 
for Red Leader It has its own CPU chip (a 6502} and 8k of ram; it 
lakes over Arnold to gain keyboard, screen and filing system* Load 
this cass eil e firrr. for powering up Red Leader at The mains triggers 
communication. Then ir. about tive seconds a menu screen for Red 
CootroJ Program appears, This is the simplnr of the two ways to 
program the system. 

At home the- system worked fine, but in the office messages 
Look torever to travel between Arnold and Leader. This apparently 
is due to "noise on the mains, perhaps from fluorescent lights and 
our nifty new photoiypcsettei Too bad there isn't a 'headmaster' 
r.ui:-.n.ji.d or switch >o rfil! R*d Leader to tgnore the mains and listen 
to Arnold s lessor. 





The first thing is to 'install 1 or register serial numbers ol other 
red devices. Since signals are sent along mains wires every Red 
Box must have & unique secret identity and understand only the 
n eb-sages mean: for it. Mrs Smith next doer •* she rias Red Boxes 
loo, won't set off your burglar alarm when she intends to warm her 
bed electrically. 

Prom the menu you should also set the dock to the correct 
time (a battery back-up for the clock is available as an extra). 
Selecting any remote device, you can set :i an o: off. or specify a 
time for it Or you can make one red device control another. AH 
this be stored on disk or rape. 

For more elaborate applications - such as rnakmg; the? central 
healing come on gftener during weekends than weekdays il Red 
Two detects people moving, otherwise turning on lights and radio 
now and then to fool burglars - you can quit the menu and use the 
built-in Ked Basic. It's a fu % J version of the languace :r rluding even 
graphics plotting - plus extras like [ELL t* .affc" r 0D), The command 
EVERT' t gives a handy way to interrupt the mair. program every 
so-many seconds 

The user guide is generally clear, but ior heavy programming 
you'd want the 320-page Project Manual costing another £10. 
Neither, however, demonstrates the system s potential well enough 
Td have expecled more sample programs in Red Basic 

General Information Systems has more Red Boxes on the way: 
an anaJogue-to-digiTa] converter and an RS box (two computers 
could communicate down the maina at 2400 baudi Red Five is 
already available: a ISOdB warbling alarm Ones. Twos and Fives 
cost 135 each. As a starter I'd ask for two Ones with Leader rather 
than ;he standard pack. 

Red Boxes are a system that could provide a lot of fun as well 
□s practical purpose. Bui I would .soon slunk o: uses for more than 
the budget would bear. 



General Information System* Ltd 

Croxtott, Carnbridgashirtt, PE19 4ST 

distributor: Electronic Fulfilment Services Ltd 

Chesterton Mill, French's Road, Cambridge, CB4 3NP 



GOOD 



NEWS 



► A completely different 
fteld for your micro. 

Control any number of 
appliances. 

► No extra wiring. 

► Your Amstrad is free to 
do other things, 

^ Versatile programming 
language, mostly familiar 
Basic* 

► Other Red devices coming 
soon, 



BAD news 

► Expensive. 

^ Starter set is enough for 
only one application. 

Project Book costs extra- 

► Not enough program 
listings, 

► Suffers tf mains are noisy. 



HANDLE THIS 
MUCH POWER? 



The KONIX SPEEDKING packs more punch. 
That's why it's fast overtaking ordinary 
joysticks to become one of the world's most 
popular hand control. . 
As it's name suggests it's built for fast 
handling to give you lightening fast control. 
Micro switches await your slightest movement, 
and fly into action - ZAP, POW, SPLAT, 
BLAM - giving you instant 
reactions to every command. 
Tough, rugged and 
made in Britain 
to the very 



tfiP! 

Aval la! 



™ highest standards, the 
Uf 0 KONIX SPEEDKING comes 

^^^P with a twelve month guarantee. 

Available for:- Spectrum and 
Spectrum Plus, Commodore 64, 128 
Vic20. All Atari Computers, Electron, M.S.X. 
Computers, Amstrad and Oric at £12.99. 
Aiso^ BBC, Commodore C 16, Plus 4, and 
Dragon at £14.99. 

Trade and export enquiries contact 
Wayne or Sandra on 049525 5913. 

— 
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« rmdt|liieSofrA-flfCfl994[Ufriltc<l 
- ' 6 fertWiE Street. M* ithrtUn ft/12 Tel 061 B34 




Staifrlider 



MASTERGAME 

K.iLJtbir(J 



SO 






New Year Knockouts 



RAVES 



Aliens 



Electric Dreams 
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Space Harrier 




The games just kept on coming this month. We've 
reviewed over JO titles that should bring good 
cheer to the New Year. The Mastergame is 
Stargtider\ another classic vector-graphic game 
with shoot- em-up action, strategy and much 
more. There's also the usual strong supporting 
cast, including the scariest game ever - Aliens* 

Among the other raves is 
Elite's latest arcade 

conversion, Space Harrier t one 
of the fastest games you'll ever 
play, and Hive from the same 
programmers who produced 
Elite. There's an excellent 
game from Palace, The Sacred 
Armour of Antiriad f and a 
very colourful 3D arcade ad- 
venture called Patitron. 

There are piles of other 
games that may catch your eye, with the software 
houses setting a very high standard again. Check 
out the reviews to see which one might be right 
for you* 

There's also a new feature called Summary 
Section in which we provide short resumes of 
some new games. They've all been extensively 
played in the office and given Good and Bad 
News, Ratings and a Green Screen View. 

There's never been a better time for Am- 
strad games, so go for 'em, 



Sacred firmour of An E triad 

Palilron 

The Hive 

Kat Trap 

Xcel 



Street Machine 
Eleklragiide 
Top Gun 
Hardball 

Footballer of the Year 







Handball Maradona 


Grand Slam 
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Bobby Bearing 


The Edge 


59 






Hacker II 


Aclivision 


59 






Hijack 


Electric Dreams 


63 






m 


Mastertronic 


63 


Palace 


54 


Jail Break 


Kemami 


62 


The Edge 


54 


Dynamite Dan II 


Miirorsoft 


67 


Firebird 


60 


Rogue Trooper 


Piranha 


63 


Streetwise 


6D 


America's Crap Challenge 


US Gold 


&& 


Mastertronic 


64 


Tarzan 


Martech 


32 






Annals of Rome 


PSS 


73 


ED 




Defcom 


Quicksilva 


13 




One 


[[nggrames 


73 


Software Invasion 


S3 


Breaktkru 


US Gold 


73 


English 


53 


Xarq 


Electric Dreams 


73 
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Astexix 


Melbourne House 


73 


AtusuLl 


51 


The Great Escape 


Ocean 


73 


Gremlin 


58 


Elevator Action 


Quicksilva. 


33 
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It s a real tough nut to crack, Although the 
gameplay seems simple at first it requires a 
good dej] uf s1 Ml^gy In ffM vory far. BW 



coop w e w s 

► Atmosphen- thicker than Los Angeles 
smog. 

* Effective ud highly original soundtrack. 

► Large and difficult playing area. 
Require* fast action and plenty of strat- 
egy^ 

Good graphics and aliens. 

► You won t want to pUy it alone. 



BAD NEWS 
► Jerky sideways scrolling. 



QMPWCS 




SONICS 




GRAB FACTOR 




i STAYING POWER 




A A RATING 









ACTION TEST 



ALIENS 

Ekctrk Dreams, £9.99 com, £14.99 dlifc. joystick or keys 



You shuddered at Alien the film, you couldn't 
youisell a way iioni its sequel, and now 
you Ye going io be utterly terror -stncken by 
■Jie computer game. It isn't gory, you'll be 
pleased to hear, but it has atmosphere that 
a 11 envelop you and turn you into a iwUcfuncj, 
panicking wreck. I kid you not. 

If you want to know the plot* go see the 
film Suffice it lo sav you control sik characters 
inside a base crawling with aliens Your lask 
is unspecified, except for staying alive, but if 
you see the film or study The game map u 
should be obvious. Whcm you feel up to ii r you 
can enter the game and be greeted by an 
eerie, foreboding welcome - if you've got the 
sound turned up. 

Throughout the game than is a sound- 
track, not musical, but full of effects, noises 
and rhythms ft set* the atmosphere beauti- 
fully 

You start with the six characters all in the 
same room, the soundtrack seems to warn you 
of the nasty surprises that lie in wan. 

You control one chaiacicr at a tunc. The 
top haif of the screen is a view of what the 
character sees, relayed to you through a 
camera. The bottom half is a status display 
showing who you currently Control, his Ot her 
health, nmmo H and the status of tha other five 
cliaiactotM. black character carries a weapon 
that can be aimed using a cursor on the 
camera view. buT this has only limited ammo. 

Yon can control a character only for a 
limned time because energy runs out. When 
si has gone you'll have TO switch to another 
character while- s builds up again. This means 
you can't just guide one person through lite 
complex without stopping. Indeed you'll quick- 
ly real !&& that the best strategy is to cry fo move 
everyone through in support of each other 

Each location consists of futuristic panel- 
ling and doors which you can scroll jerkily 



SECOND OPINION 

Fantastic' Aliens is a game 1 can realty 
appreciate, havmgseeti th&frftn- Snippets 
of music, unemhly clanging noises and 
atien sounds pulsate through the speaker. 
Tfte armosph&M is intense and will hold 
you m a deathly gnp. When sporting an 
alien, 1 stabbed viciously at tlie fire 
button, terror and panic so strong it 
caused irrational feeting. This is on& 
ggrrre I'm going fo see through to the 
and,, RpM 




across the screen using the cursor. It's as if 
you're swivelling around In the middle of the 
room. You can move through the doors into 
the next room, but youl) need to refer constant- 
ly to the map and concentrate hard in order 
not id become dis-or-er.ted. 

If you enter a room containing an alien 
the proximity meter sounds an urgent warning 
and rhrows; you into a panic. You have to scroll 
quickly around the room to find the alien 
walking around and then shoot it. If you leave 
it too long or miss with your shot, the alien will 
head straight lor you, ff you ffitss him again 
the crew member concerned will be the main 
course for alien supper. 

II you don't shoot at an alien il will 
eventuajy capture (lie crew member and after 
a time impregnate her - or him. At this point 
rh^y are without hope bui before impregnation 




you have ihe chance to rescue them by tieuing 
another crew member to ihe scene to kill the 
alien. Dealing wuh aliens is the hardest part 
of the game: with sirens sounding and an alien 
heading straight for you, panic takes hold 
every time a»d con easily srtake you miss your 
shot. 

Apart Erom the exploring and fighting 
there are several other important features, 
Ritf-Tn*chrtniv:wl growth that appears in rooms 
containing aliens will grow ar.d attract mars* 
aliens ard cause some other nasty side -effects. 
Aliens can release acid blood when shot; this 
can block your path because it blls on contact 



Doors can be locked or blasted through. You 
can even program crow members to move 
through rooms automatically while you're busy 
controlling someone else. 

I actually enjoyed the game more than I 
did the movie: if* got so much atmosphere 
that you really get totally invorved in the action. 

The only niggle T have with it s ihe jerky 
scrolling, but this woht spoil the gameplay. 
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STARGLIDER 

Rainbirdp £IS oass, £20 dish, joystick or ke 1 



Until now Rainbird has produced only utilitieE. 
and adventure games, but this heralds jts 
arrival on the carries scene. The game started 
life on the Atari ST, a 16-bit machine {the CPCs 
are based on the fl-btt ZBO chip), so you'd think 
it would be very tricky to convert. When 
you've got Realtime Game? doing the feoiweit- 
ingr. though, you can ber the graphics and 
gameplay will be or the highest order, 

At £1S on cassette and £20 on disk it 
needs to be good to convince you to shell out 
for it, H you could judge a game by its 
packaging you'd have no doubts: il cornea 
impressively boxed with some tasteful ait- 
work. The instructions are in the Elite mould, 
featuring a novella by James Foil eit (he wrote 
the ftlm Who Dates Wins, but don't hold thai 
against him}. The story and "playguide 1 booklet 
don't tell you all the instructions clearly - it's 




up lo you to deduce some actions from what 
you are told. Don't take the instructions too 
Literally either: there are also some misleading 
parts. 

You won't have much trouble getting into 




the game It's just a matter of loading UPt 
choosing from the comprehensive control 
options and blasting a few aliens However, 
you'll soon dnd yourself needing to pay atten- 
tion to the strategy side of the action in order 
to survive for very long. The novella and 
playguidc lell you all you need to know. You 
just haw to sort the hard facts from among 
the fiction. 

Your task is to do a major demolition job 
on the enemy forces occupying your planer. 
You've got a single, annquated fighter with 
which lo do it. The view is from inside the 
fighter's cockpil, an instrument panel at the 
bottom of the screen and the Landscape above 
it All the objects thai appear on the planet are 
vector graphics, but they come in different 
coIoute, there, are lots of them and they move 
beautifully. 



Pi 



"77 
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ACTION TEST 




A Starglkter drone 
- they're fast and manoeuvrable 







J ■ Tl* t 

4. J 








cough nut to crack 




A heavily 
armoured walktr 
stalks towards you 



There are IS different enemios armed 
with several different weapons. They all have 
their own different behaviour characteristics 
and weaknesses which you'll soon know very 



r 



SECOND OPINION 

T??e Jong-awaited Starglider has arrived! 
Tho vector-^rapfuc aiumatjori of these 
dreaded stompers is classy: watch ma rh& 
Srarghders with their flappin&-wmg 
motion fe better suU. As lor getting down 
fo the game, you wm T t want to switch off, 
I enjoyed The good old blasting. And 
underneath its simple garne sTruaute 
Sraiglider has lots to offer for the 
strategist. 



well There are superbly animated walkers 
and stampers very bfce the ones m the Star 
Wars fiims that stride about shooting missiles. 
Tanks trundle along, also armed with missiles. 
In the air you face the threat of several 
Eh±9-type fighters and, of course, the infamous 
Stargliders. These are iarge rnecharLical birds 



that have a delightful flapping action, 

Your ship is armed wilh missiles and 
lasers. Multiple laser hits' are loquiied lo 

destroy ctto^ ivin: di d missiles mil be 

needed for the larger machines. These are 
TV-guided to give you a missiles-eye- view in 
Ibghl. Missiles are in shon supply and you 
have to work out how io get more- 
Some ground targets wont anack you. 



tricky and tho enemy get lough, 

L know it's horribly expensive, but J you 
like fast-action games wilh bis of heavy 
blasting, you should have this in your collec- 
tion 

BW 

FIRST -DAY TARGET SCORE 

5,000 



Shield sums 



Stomper 



Energy level 




Afcn itde Laser status 



Radar scanner 



Speed 



Two in particular are essential for refuelling, 
repairing, energising the lasers and collecting 
missiles. The $rory and playguide will give you 
hints on what to do, and then it's up to you to 
work: it out while playing. And then you can 
go on a rampage of tion-iftop destruction. 



N 



E 



SCREEN VIEW 

WW cost you m both senses of the word 

RpM 



> Slick packaging with its own novella* 

* Faet-anoving vector graphics. 

> Superb animation, 

> Never a shortage of iningv to shoot, 
into play* 

** Strategy element gradually comes more 

* Increasingly difficult levels. 



Once ycur score reaches a certain level 
(it won't be easy] you proceed to a new level 
where the enemy appear in greater numbers, 
are more intelligent and also better e^ftupped, 
YouH find that even wsih plenty of practice 
the going will get wry tough, 

The graphics really are superb fast -mov- 
ing, colourful excellent animation. The game- 
play is out of this world as well easy to stan 
off with, but as you progress, strategy gets 



* Ouch! That price. 



GRAPHICS 


S3% 




SONJCS 


UK 




GRAB FACTOR 


$5% 




STAVING POWER 






A A HATING 


91% 


0. 
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Aaargh. Something just woke you from a cryogenic sleep 
right in the middle of your favourite dream. 

Your ship has dropped out of warp and you are forced to 
make a glide-in landing on a very strange looking jungle 
planet. Equipped with jet pack for flying, navigation and 
weapons systems, fight your way through the jungle taking 
On it 's strange and none-loo-pieasant inhabitants. Only by 
finding vital parts stripped in your ship's unscheduled 
descent can you ever hope to escape. 

Explorer is huge. There are literally billions of views and an 
enormous scrolling map, 

£ If you ever wanted to get lost in a simuJation this is the one to 
do it in, 



4 way scrolling landscape 
40 billion graphic locations 
Inertia! navigation system 
Rotovision"* antmateo landscape 
360 degree views 



AVAILABLE ON: 



Amstrad CPC cassette E9.99 

AmstradCPCdisk E14 99 

Commodore 64/128 cassette £9.99 

Commodore 64/1 28 disk £14 99 

ZX Spectrum 48K/128K - £7.99 



'fcCJfiUJW; 



ACTION TEST 



STREET MACHINE 

Software Invasion, £| J| Em, CKW cW L joystick pr key* 



Hare s your chance to get into the driver's seal 
of a powerful load car. {Tht cassette cover 
reminds iw of a Lotus, but it could be 
anything,) 

The idea 15 simple: race round the streets 
of a fairly densely populated area and reach 
the finish |jn« before your computer opponent 
Simple :* may sound, hut achieving it is ano'Jier 
matter. 

Starring the race ls rather Unfair, your 
opponents being streets (sorry] ahead of you. 
The only way to catch them up is to travel at 
Ml speed One problem thouqh: when turning 
a sharp corner, Ihe car will skid quite drastic- 
ally This is fine if ion re an exyeri&nced 
driver; you can make good use of it. On the 
other hand, if your driving is a little shaky, it's 
Ml speed along she sfraighlu and brakes 
bjforo mining, 

You are given a bird's-eye view of the 
course, more scrolling into sight as you reach 
its edge, The scrolling is top-class, very 
amoorh and extremely fast (well, when going 
full -speed anyway} One drawback is that 
when aroiher car is near, the screen flickers 



horrendously - admittedly it does r.o? detract 
ai all from the gameplay. 

There is a fascinating bug (or is it a 
feature?) in the game: when another car 13 on 
screen, you can go anywhere, Anywhere 
being balds, hedges and houses - this is the 
tjme to put your fool on the accelerator 
Unfortunately the program recognises this: 
when you cross ; he finish Ime nothing hap- 
pens 

If you crash the car at 'Sunday-driver' 
speed then up pops a rr.aTienar.ce chart. You 
have to repair thmgs like sump, fan and 
suspension or else it's game over. Ci asking 
at high speed is disaster no second chance 

The crraphics and sound may be rather 
basic, bu\ Street Machine has lasting appeal 
and is imensely enjoyable to play. RpM 



FIRST- DAY TARGET SCORE 

Complete firs: c curse 



SECOND OPINIO!* 

I:'s rifi obi r</ea for a era me tut I must say I 
found myself quite addicted to it. Its quite 
a test of driving skill as you squfiai around 

corners and rry to squeeze past the 
opposition. Nor Gvaryojies cup &t rea but 
there's plenry of fun to be had skiddinq 
ana crashin g around B W 



ELEKTRA GLIDE 

Btjfijh Software, caw. 1495 di^, fvf&ft otiTy 



Elekira Glide is a "frtnlasy racing epic, but L 
don't see where the fantasy or l he epic parts 
come irt You drive a veh-cfc to avoid hazards, 
trying to complete a course in the time given. 

The menu screen is very attractive with 
the word 'Elektra*, drawn in lines, which move 
10 become 'Glide.' Initially voj rrjst choose 
the steering control envelope. This governs, 
or is supposed to govern, the firmness of the 
steering. You then choose which count y y< ji 1 
WJsh to race in EhgHand, Australia or Arncn 



SECOND OPINION 

The Amstraa 1$ chronically short of 3D 
racing games, 30 in comparison this looks 
pr&ty good. The graphics are great* and 
so is the rifle tune, it 's just tvt down by 
some awkward gamoptay. The 
unresponsive steering is annoying, but if 
you can cope with that there's a 
reasonable challenge here BW 



ca. The difference between the three back- 
drops is nuntmaE but there are colour ctianges. 

You start off in a tunnel The car revs up 
d id you push forward jo accelerate BotfhCiritf 
bails, rotating spheres and blocks speed 
towards you. If they hit you. they will stop you 
in your tracks Every now and again a plane 
Will £y overhead. It will drop cylinders on the 
toad ahead which you musi avoid. Nothing 
drastic happens if you hit them, you just s?op! 



N 



w 



Fast. 

Amazing buq thai allows you to cheat. 
> Pulse -pounding gamt?piay. 
P Try it once and you're hcoked- 



I 



W 



► Graphics are a lei down. 

► Sound Is little better than average 



To complete each lap, you must Teach 
another tunnel. Once ir the runnel, you must 
steer your way through, avoiding the walls, 10 
start the next lap. Graphics are good, except 
that you never see another car or anything 
interesting. The 'perspective scrolling land 
scapes' are simply the sam& old peak;; scroll- 
ing round the horizon. Scroliing is smooth and 
play is fast. 



GREEN SC**£EnT VIEW 

Afe probfem Foeuig rfrp way ahead. BW 



The matti fault is the *ack of steering. You 
might as well nor steer, because you will nor 
ccme off at bends. You won t crash, just lose 
time. You go through rhc sigr.53 at -hp side o* 
the road which pass tniickly by. You have 
great difficulty sn steering around any of die 
obstacles using any of the three 'steering 
control envelopes,' The game is graphically 
attractive and tmjgh to master but isn't the epic 
that ihe cassette inlay claims. 

CM 



FIRST- DRY TARGET SCORE 

GoinpteTp one course 



in > -* 




■ 









i 



Swift's-cyc view of 
the cir And course 



GREEN SCREEN VIEW 

Even the skid marks are visible, RpM 




*■ Good scrolling graphics. 

► Fast action. 

► Touqh driving with difficult obstacles. 



a 



N 



► Steering isn't responsive enough. 

► Lacks variety. 
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ACTION TEST 



THE SACRED ARMOUR OF ANTIRIAD 



Palace, t&3f <ais, i, j 3,99 ink. bjtfitk onty 



If prizes were awarded for game names. thi£ 
woyjd bo a real winner. Fortunaialy rh# game 
shows the same imagination as the title and 
has rhe same attention to tf^tail -m-H riMptuc 
excellence as Palace's previous qarn^s. Once 
again they've managed to defy conventional 
game forrriale by not only having a well-anima- 
ted character limning and jumping around but 
also enabling him to By in the sacred armour, 
The game is accompanied by a comic- 
book that sets the scene niceEy but cant 
compete with the delightful graphics within 
the program The :ask is to find the sacred 
armour - which is in fact a highly advanced 



GREEK SCREEN VIEW 

Most things are clear a rid easily sevn. 



BW 



SECOND OPINION 

Remember seeing Sorcery for the first 
time * That's tire kind of eftea Antiriad 
hid on me. Graphics, title music. 
soundeffects animation, gamephy in 
fact everything is just perfect. It is a joy 
watching the game tn progress TaJ is 
wonderfully aiuznztcd - his heavy, 
plodding stride is very realistic, Once 
inside the armour he Can fly, and rr.any 
new breath-taking screens wit] be 
ticessthte This is one game you won r put 
down till it's conquered. R pM 



radiation suit. You then have to find and attach 
anoiher four pieces of equipment that give you 
the power to attack an alien stronghold, 

Tal, the character you control, is a muscu- 
lar, well -animated man He con noi only run 



and jump about but also throw rocks to defend 
himself. The 3D fbekscreen locations are 
composed of several areas, ^ike Eoresl. ruins 
and volcano, and contain many varied fea- 
tures, Getting about on foot can prove difficult : 
it requites ptatForm-jiirnpiRg skills and bafllinq 
against many troublesome aliens. 

Mens come in many varieties. All can 
prove dangerous. Some patrol droids follow 
movement patterns; others will ho*™ in on 
your Tal If you give them the time. In the forest 
hell find cloths [hat grab aT him, elsewhere 
are add drops thai splash from the ceiling, 
gunners who sil in targe chairs and blast 
plasma bolts, and flame dragons who breathe 
deadly fire. He can destroy some of these by 
Throwing rocks ai I hem. but others are invuh 
ner able. Even the vulnerable ones may require 
several hits. 

Or.ce he's found [he armour Tafs prob- 
lems are just beginning: now he's got to get 
the Tour attachments for sT. These enable him 
to fly, shoot, withstand radiation and destroy 
the alien stronghold. They aren't easy lo find. 
The simplest are the anti- gravity boots that let 
Tal get the armour into the air. 

When he's inside the armour any attacks 
sap its energy; more is eventually reguired to 
keep it flying. When he's outside the suit it 
saps his own energy until he loses one of the 




five Lues 

The suit's eneigy cm be replenished with 
power cells that are scattered among the 
Locations, and his stamina can be restored by 
resting inside the suit Y«ll quickly find these 
resources under a great strain, because the 
aliens reappear when b& jerurrs to a screen, 
where he'd already Jelled them. 

As well as the mamOous graphics there 



PALITRON 

The £dge, £B,J5 cm, £M.95 difk pvrtck «r key* 



It's wonderful 10 see what software houses are 
managuig to do with the Amsrrads graphic 
capabilities. Games like Get Dexter and 
Barman haw shown the way for the isometric 
3D genre, and now this latest eflort looks set 
to do as wen with a mixture of colourful 
locations and objects. Not only is it good to 
look at but jfs full of interesting pnrfrtes and 
Tasks to test arty garnesplayer. 

You control a robot in a futuristic dry and 
have to find and destroy 16 crystals. These 
are, of course, hidden in The most inaccessible 
spots. Even if you find one you still have to 
destroy it by dropping the right object onto It. 

But for a while the crystals will be the last 
thing you're worried about: youH be mere 
concerned with the many dangers awaiting 
you and exploring the large dty playing area. 



GREEN SCREEN VIEW 

Everything is visible arid beautiful in 
gieen too BW 



SECOND OPINION 

PaitiTQR has some of the most cohurfui 
and detailed rooms I have encountered in 
this v/pe of game - even if you're fed up 
with the 3D perspective, take a peek a* 
this one; you won't be disappointed. The 
robot you control is one of the cutest 
you'll come across, and often it T $ heart 
rending to seem him go up m a bundle of 
tl&me, RpM 



You trundle about on four balls and can 
jump. You can also pick up as many as lour 
objects ai a time. Some objects have specific 
uses, tike bombs and baflene& but many are 
lust for jumping on or getting out of the way. 



The rooms are of course packed with 
danger? Dangers come tn two rnaar. varieties 
those that kill you ourrighi on contact, and 
those that drain your energy. You can't always 
tell which of I he effects a hazard is going to 
produce, so the best rule is to avoid everything 
that moves and as much as possible that 
doesn't - even the floorf? 

Batteries replenish energy. They are also 
needed to operate a vital element of the game: 
a slave robot, which you can then use to 
perform difficult or dangerous tasks. You have 
to program the robot with a series of instruc- 
tions, rather like the computer language Logo 
You've got to be careful otherwise you 
might send H into a deadly confron- 
tation, or forget to lell it to come 
back and leave it where yon 
can't ggt it. Such difficulties, can 
be ironed our on a special 
framing screen where 
you can team how 
[o use the the robot 

This added 
element of the 
game is what 
makes the 
gameplay 
special. 
When 
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ACTION TEST 




added to , the puzzles contained on many 
screens, it introduces an enjoyable and origi- 
nal aspect to the action. You'll need good 
timing as well in some situations and the ability 
to improvise with what you've got 

All this variety combined with wonderfiit 
graphics make an excellent game that you 
won't want to miss seeing, never mind playing. 

BW 





Excellent cgE^Hx graphics and design. 
Large playing area, 

Puzzles require thought and good timing. 
Programming slave robot adds variety to 
the gameplay. 

Lots of originality in a familiar format, 
A tough challenge to cotnplate 



Control of master robot can be awkward. 
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© More adventures from the Arcade Sensation.® 






e THE DEEPER DUNGEONS I JB 

ANOTHER ji^ ALL NEW! 
ALL ACTION! SUPER SCREENS 





Did you buy the no. 1 Arcade 
Smash Hit of 1986 - Gauntlet? If not 
you certainly should have. If you did, 
then yotfll be delighted to know that you 
can play another amazing 512 levels wi 
this super add on. 

Requires on gjji j ] Ciunllrt to ru n*fh"fe version, 

PECTRUM 48/128K. AMSTRAD, 



CBM64/128, SPECTRUM 48/128K, AMSTRAD, MSX, ATARI 

JflBK £4.99 cassette 
M64/128, AMSTRAD, ATARI, £6.99 disk 

ATARI ST £12.99 disk *_ 

LT.S GOLD LTD., UNITS 2 3 IIOLTORD WAV, i fOl I ORD r BIRMINGHAM Bt> 7AX. TEL: 021 356 3388 GAMES 



ACTION TEST 



TOP GUN 

Ocean, c&ss, jojitkk or keji 



Having gone to number one in bach the film 
and music charts Top Gun is going for :he 
hat-trick with a computer game- Fortunately 
the game- concentrates or, the best pan of the 
fita - the flying. You're placed in lira cockpit 
of an F N Tomcat and must take on other 
fighters in a deadly battle to the death. 

Yoti can take on either the computer or 
another player, and start with Three planes - 
which is pretty generous, given the state of 
the US defence budget. In a two-player game 
you're trying to shoot your opponent down 
three times, and in a one-player game yoa 
ra ke on groups of three Fighters that gradually 
increase in skill and ab:Lity. 



SECOND OPINION 

On -scraan action is about as asdting as 
washing up afier Christmas Day- 
gamapUty is marginally baiter. The 
graphics ^re Virtually von- existent, apart 
from the taka^ff Srtne. One thing- that 
really makes Top Gun Is the music: its 
brilliant. Is that enough to make a game, 
though? No! RpM 



The qame screen is split down the middle; 
each player views One. half. You have a simple 
display of a gun cursor and an artificial horizon 
on the HUD (heads-up display) with a few 
instruments at the base of the screen, The 
other plane is the only thing that wil] appear 
on the screen and is drawn with vector graph- 
ics. You're armed with missiles, cannon and 
flares and can aher speed, height and direc- 
tion. 



GREEN SCR£EW VIEW 

f?ie sky is p&f&ctly cigar*. BpM 



If & not much of <s High! simulator, although 
you can crash into the ground, but as a 



two-player game it can be quire competitive. 
The dgfrsputer also puts up. a good battle with 
the third wave of fighters really starting to get 
tough. Noc a mega- game but a competent 
prodwt best played with two players, 

EW 

nitST DftY TARGET SCORE 

6 planes 



& 



N 



No variety in the action, 
* Planes dorTt move very convincingly. 



N 



W 



> Very nice music from the film. 
Competitive two-player action. 
Computer opponent gets tough* 

► Fasl-movmg vector graphics, 
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HARDBALL 

Amsoft, cm, 1 1 355 dhk, jofitick or kzp. 



The last baseball suTiuJalion on the Amstrad 
was World Series Baseball which tmfortunate- 
ly allowed you to run up cricket scores and 
was anything but reaHsliC^ This latest from 
Am soft Thai house ha& been quiet for a long 
while - promises a lot more. 



SECOND OPINION 

As far &s sports simulations of this type 
(TO, this must be one of the most 
entertaining I hava came across, Evm 
though the graphics and sound are 
nothing special rf has a certain flare — 
ptayairiEty* When hrsi starting Hardball if 
can be devilishly difficuk' a couple of 
hw&$$win$mg the bat wiU soon have- you 
churning omf the fcsiw runs- RpM 



Yog have control ovei both the team 
manager's decisions about who plays and also 
over all the onrfield action. You. car. play 
agamst the computer or another player, and 
as always with these things a two- player game 
is the mQsx excising, Nevertheless rhf> compu- 
ter does pot up excellent performances and 
won\ tie easily beaten. 

The screen where the pitcher and battel 
face each other is good When the ball ls 
thrown, yon need good timing and reflexes to 

Trie management ssde revolve/; around 



the various players statistic?, which aren't very 
well explained in the instructions. Fans will 
know What they are: the novice should just 



GREEN SCREEN VIEW 

Sansible choice of colours: all can be 
seen. HpM 



worry about overall averages for each player, 
You can shuffle the team around using substi- 
tutes throughout a game. This is particularly 
important for the pitcher: you wUl probably 
need several , each ono being good at a 
different type of pitch. 

recognise the pitch and try rq Ml it. A hit will 

FIRST-DAY TARGET SCORE 

Beat computer 



N 



W 



> Well implemented pitching screen. 

► A variety of players, styles and pitches. 
Fun two-playe* action. 

^ Reasonable computer opponent. 



& 



N 



► Fielding isn : t «uy because of player 
choice. 



fake ytni to aji overview of the field, what e 
the graphics are less impressive All the usual 
baseball rules are implemented, including the 
option of a designated hitter and intentional 
walks, It's a much bettor effort than WSB was 
and should prove a popular sports simulation. 

BW 
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ACTION TEST 



FOOTBALLER OF THE YEAR 

Gwnlin, £9.95 UWi £14,95 disk, pfflkk or keys 



Now That the really lousy weather feas set in 
for a few uionfhs, all «aui thoughts turn lo 
football p]ayed in the mud, laitv haiL snow and 
fog. Fortunately the software houses are still 
trying to come up with games on ins subject 
that can be played in your cosy, warm home. 
This one involves both .strategy and arcade 
action as ycu strive to become (he footballer 
of the year. 

The game is run from an icon scree it where 
yon can examine the team's status, examine 
the player s £tatus H get transferred get incident 
cards, play matches and load, save or quit the 
game. Yon start the game with £5.000 and 10 
J yoal cards 1 , and a long faatLc- ahead. 



SECOND OPINION 

tf you're into faoibgll fiirnu^Btions thsn Fm 
sure you l r enjoy this. Iain not a football 
fanatic and find httie. bar the icons and 
occasional noises, to recommend k. KpM 



The matches are played auromaticallY^your 
conmbufcon made only if you play & god card. 
This will take you to a screen where you have 
to beat up to two defenders and the goal- 
keeper to score goals. The screen is simple 
but can be enteitaming. Matches are also 
decided by The performance of the ress of the 
team, i hough, so even a hajt-rrick hero can be 
on the losing side. 

The game goes through Stall league seasons 
with FA, League and European cups, as well 
as a Super League and Internationals. Money 
is important and can often be gained through 
incident cards or transfers. These are impor- 




tant and mean you shouldn't get too attached 
to one club. Its not a particularly tough game 
b ji enjoyable to play and come back to. 

BW 

FIRST-DAT TARGET SCORE 

Footballer of i he Tear 



N 



► Well -presented teens and screens, 

► Nice mix of strategy and arcade. 

► Easy to get into and play. 



N 



W 



P- Doesn't have much depth to it 



GREEN SCREEN VIEW 

Pwwp... thwack.. . i suppose you 
Can see that all right, RpM 




GRAPHICS 



SOMICS 



GRAB FACTOR 



PETER SHILTON'S HANDBALL MARADONA 

Grand $Jany Argus P«m, Uffl caw, joystick or kep 



Youtl be relieved to know thai it's got nothing 
to do with the incident in the World Cup 
thafs just a clever title to make the game sound 
more attractive. As it is, the real issue is 
whether Aigus has committed a professional 
foul itself by releasing ii_ 

You take the goalkeeper's role as you try 
to steer your team to victory. You dont get to 
decide what goes on elsewhere on the field, 
just cry 10 stop the opposition scoring. The 
screen shows die goal at the top of the screen, 
either on the left, ihe right or in ihe middse. 
The opposing players advance :owards the 
goal occasionally passing, and eventually 
shoot. You then have to dive and save the ball 



SECOND OPINION 

Why t$ nobody capable ofbnng^ngrout a 
decent football simulation for poor old 
Arnold? The footballers look as tiiougti 
ihey have been kept in a dark room afl 
rbeii iives they are fhekery and 
anaemic, tdo believe that's the b&sf place 
forthem RpM 



There are defenders who get in on the 
action but they will never break up an attack, 
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just delay the eventual shot Too can firsi 
praeriste saving a random selection of shots 
and then move on to a two-half match. This 
can be played against the computer oi another 
player bui the action is the same: you just try 
to save shots, you don't get to shoot. 

You can also upgrade your skill level 
against a series of more complicated attacks. 
The variety of attacks including fiee kicks, 
comers and intricate passing ta impressive. 
Biz: ;re graphics aren't . leaving yc-j wath the 
impress-on that this ootid have been done a 
lot better Bit of an own goat this one, Brian. 

BW 




GREEN SCREEN VIEW 
Flickerybw visible R pM 



FIRST-DAY TARGET SCQR*: 

Beat compuier 



N 



W 



► Wide variety of attacks to face. 

Quick thinking required to save goals 



B 



N 



► Horrible graphic*. 

► No variety, just (keeping. 

► Bad suur.d 
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ACTION TEST 



HACKER II 

Activiibn. £9,9? cm, £H.W dijk> joystick or keys 



Well, the game still doesn't have much to do 
with the cor-ueriii-oTial interpretation of hacking 
but it ;s similar m style to the previous game. 
Once again you're trying to help out the US 
Government with a problem and you h&v* 
some sophisticated equipment at your dis 
poind to do ii with. 

As with the original Hacker there's a "from 
find' that yew have to gel through before 
entering the game proper, bul this one is 
sample enough and can be avoid &d m future 
□urnes. What isn't simple is the instruction 
booklet - more lilco a technical manual thai 
you might gel with aornc advanced piecs of 
electronic equipment. That's what you're sup- 
posed to be using in the game, but things could 



have been a lot more user-friendly, 

The action is all displayed on four view 
screens. They can be quire awkward to mae 
but are very clever a ek:*! you get the har.q of 
them. There's a lot of planning required if 
you're going to succeed so many games will 
be required for exploring and familiarising 
with the facilities available. A testing challenge; 
thai could have been oven better if the 
instructions didn't leave you with so much 
annoying trial- arid-error to go through. BW 

The gam? takes place- inside a cqrrp.ex 
where you have to recover the Doomsday 
Papers. To do this youVe got to avoid or 
deceive :he security devices while controlling- 




SECOND OPINION 

This one really look some getting into. 
Even oncif I'd worked everything out it 
didn't impress much. Personally I'd rather 
spend my time hacking for real RpM 



a mobile remote unit (MRU) You va got three 
of those, but if They're sported by iho security 
network they're in big trouble. 



GREEN SCREEN VIEW 

No problems seeing* RpM 



W 



► Requires planning and strategy. 
^ Plenty of depth and challenge, 
^ Nice atmosphere created. 



^ Very unfriendly instruct Lohs. 

* Still very little to do with hacking. 
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BOBBY BEARING 

The Edge. CB.« cm, 11415 dhk F joptidc kty* 



You'll :mrr.edi^:e3y be- familiar with rhe graphic 
style in which the game is produced because 
if s very rermniscont of Spindtzzy. The land- 
scape is composed of cubes, blocks and 
sloping surfaces based on 3. grid partem, thai 
form futuristic landscape?. On this odd surface 
ycu control a cute little bearing called Bobby. 



SECOND OPINION 

Bobby is a bearing, Bobby is a bearing, 
but why am I not jbcanngr him? The 
graphics may have astounding detail, the 
sound may mine from a crushed tweeter, 
but why does the gamepl&y hsve to be so 
simitar to Spmdizzy. Admittedly, I found 
Bobby B thoroughly addictive, but havwu 
seer Sptndiszy, there is no compansoiL 

ftpM 



Your task l$ to explore over ISO screens 
in search of your four brother bearings who 
have been stunned senseless by s bunch of 
evil black bearings. If yuu can find one of your 
brothers, then he has to be pushed back home 
the way you came. Exploring on your own isn't 
tog difficult, but pushing an uncooperative 
bearing as well makes things very tough. 

The bearing rolls nicely around the 
screen and can chanje quite quickly through 
some f*Tfla*j, You will also encounter puzzles 
and dangers that have to be got past, These 



can pose two threats: either to stun you so (tat 
you lose control for a 3hort while, or to squash 
you ourtngb? costing a lot of time. Time is 
precious because all the brother* havo to hct 
rescued within a short limit. 

The graphics arc cxooller:: But :he aatne 
is a little weak on the puzzle side of things, 
relying most on the difficulty of moving the 
Other bearings. It's not as good afc Spmdizzy. 
which is larger, more compl scaled and re- 
quires more control but it's still a lo- of fun. 

BW 

FIRST-DAY TARGET SCORE 

Find brother without cheating 



GREEN SCREEN VIEW 



N 



W 



fr- Well-drawn 3D landsit ape. 
Very cute and funny characters, 

► Some puzzles to solve. 

► Tough task getting the bearings back. 



1 



N 



W 



► Not enouqh puzzles or complicated loca- 
tions, 
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ACTION TEST 



THE HIVE 



Remember Toru$, that gallant team of pro- 
graminers that brought you £3/te? WeU they've 
been beavering away for some time on this 
their new game. It's programmed using vector 
graphics, like PTfte, and has a highly original 
scenario behind it. 

You control a craft called the Grasshop- 
per that walks through the hive's complex of 
tunnels. At the heart of the hive is the queen, 
and We your task to destroy her. The complex 
is composed of eight Levels, each successive 
one harder to get through. 

The soreen shows the forward view from 
the Grasshopper arid below it a staru$ pane) 
with lots of handy information. What you sea 
is circles stretching off into the distance, mak 
ing up the tunnel, occasionally splitting into 
two or three at junctions. Into these tunnels 
arc introduced many different objects and 
mechanical insects, seme of which have to be 
picked up and used, some avoided and others 
blasted to pieces? 

lust finding your way around will be hard 
enough at first: it's not an easy game to map 
and you can easily become disoriented- It's 
quite easy to find yourself going around in 



GREEK SCREEN VIEW 

DuB r bur everything is cteai. RpM 



circles and rtirming into The same obstacles 
several times in a row. Making life difficult the 
whole time are the other mechanical injects 
that inhabit most areas oi the tunnels. 



The insects appear in swarms - well, 
waves at least - and which insect it is depends 
on the level you're on and the area of twine! 
you're in They come in ail sorts of weird 



SECOND OPINION 

Buzszzmgiy good. I enjoyed Hive because 
of its novel gamepSay. Twisting your way 
down nulo upon mile oi hypnotic Tunnel 
may nor lie everyone's Cup of tea* but it 
has addictive qualities: avoiding; flying; 
m$ects or blasting them (my preference}, 
collecting weapons and trying to find £fte 
way around the maze 0/ h/unafe I found 
rite pauie to be relaxing at certain stages, 
at others it was mayhem Recommended* 

RpM 



shapes and me$> including one that looks like 
a flying TV set. Many of the insects are 
attractive but you must blast them without 
mercy because when they crash into you they 
drain targe chunks of energy. The more nasty 
the insect, the more energy gets lost. 

There are other static obstacles poking 
cait from the tunnel walls, mos: of them 
dangerous. You can jump or duck under some, 
but others will have to be blasted or removed 
by another means, There are also objects 
which can help you. including pylons to 
provide energy* guns and bombs for killing 
insects, keys to remove some barriers in the 
tunnels, and shielding for the Grasshopper 




Your status panel of handy 

information or. whethei rt being Bttactod 
from behind K when you're approaching a 
junction, what you're carrying, and a leteport 
code allowing you to return to particular spots 
easily. Handling objects, changing speed, 
jumping and craj^tung all require you to use 
the keyboard, which can be inconvenient, 
particularly when you are using the icon 
system that allows you to use objects. 

The vector graphics are excellent, fast- 
moving and for some insects quite detailed. 
The game itself will take some getting to grips 
with, but there s plenty there for those with a 
bit of patience for exploring. 

It's certainly unhke any other game rve 
played. Although it wont get your adrenalin 
pumping it is a challenge that will have you 
thinking and exploring for quite a while, BW 



FIRST-DAY TARGET SCORE 

1.000 



KAT TRAP 

Str<*twbe, £3 95 t*^ £M ?& dhk joystick * ktp s 



Does the name Jonathan Eggehcn mean any- 
thing to you? rto? Well, once upon a time there 
was a competition held in another magazine 
to design a game. Cutting a long story short 
Jonathan s Kas Trap was the undisputed win- 
ner, The game was programmed by Design 
Design, which assures excellence, and is out 
on De-mark's new label, Streetwise. 

Kat Traps history may be rather boring; 
the game is not. In the future when Earth is 
wrecked by solar explosions and Cat Men 
walk the once-green planet your task is to 
regain control of the world You control a (small 
robot, MTED (Mum-Terrain Exploration 
Droid), which looks more like an egg on steel 
stJls than □ compiler equipped with self* 
raiguung weapons ar.d a grenade launcher. 

Up Sashes the screen; a grim sky, cat-like 
structures fn the background bul worse, cat 
men approach. . . 

From that moment, there is no turning 
back 



SECOND OPINION 

This Is one of those gamps that cause you 
to throw Uts of rage when you lose 
another life, but that you always come 
back to. The feeling of Injustice at ha ving 
been killed is immense. You're so 
incensed that you hav& to play again in 
order to get it right. The derailed 
graphics and varied zones make it look 
good and stay interesting. Its definitely 
one to ham a look at. BW 



Everything is viewed from the side. You 
start with five, much-needed, lives. Bullets are 
your weapons. This information is displayed 
at the top of the screen. Energy and sCqta 
show at the bottom of the screen. 

Not kmg after starting the game; yea w*D 
encounter your firs* enemies, the cal-men A 
quick blast from your trusty shooter The game 
has several nice touches here: when you fire. 



GREEN SCREEN VIEW 

Great I can see everything. RpM 



out pops a gun barrel - paw. and down falls 
your victim. 

Things are rwver quite that simple. The 
cat-men duck when you fire. If you shoot once 
and miss, it is fair la assume you will lose a 
life. Unfortunately you stop when you fire. This 
is downright annoying, especially when things 
approach from both s.d&s. Not one of the nice 
touches. 

As you travel through the many screens, 
the ever-changing, detailed and interesting 
background makes u hard to concentrate on 
the task at hand. 

The game is split up into sections, or 
rather enemy attack waves. The cat-men are 
the Gist, closely followed by exceedingly 
annoying bouncing rock?, holes in the ground 
(don \ stand over these or a ghastly black hand 
will grab you) and what appear to be flying 
boxing gloves. The further you progress in the 
game, the stranger becomes the opposition 
Nasties include dogfish, goldfish, swellings in 
the road, ghosts (which do nothing but distract 



yoaX fiunfts, tanks, stickmen (bearing a strong 
resemblance to a quaint character named 
Morph.) and large robotic cats. 

Don't assume this is *juat another shoot- 
em-up/ Its constant excitement, although 
there is little to do but blast, jump and duck. 
On your travels, several objects are picked 
up aufomaticaEy. ranging from weapons to 
extra lives and energy cells to sustain the 
power-hungry droid 

YOU must Carefully select the right weap- 
on to exterminate different types of enemy. 
To destroy the flames, for example, shoot it 
with water Don i be fooled into thinking that 
everything is that logical though * who's ever 
heard of frying goldfish with a laser? 

Some humourous touches 
have been added in just x 
she right! places: when ^ 
tut by a bouncing rock , 
the droid spins * 
through the air m 
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rEaray birthday 





ACTION TEST 




A key and a gum 10 



N 



W 



► Smodth, fas* vector graphite 
* Large. complicated playing area. 

► Gareat graphics fcje the insects, 

► Many objects to find and 

► Very original game concept. 




The status panel 



N 



W 



► Doesn't give yon My ujrgency when 

pj dying. 
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urrai landing safely on his feet The same 
happens when tumping into other alien life- 
forms. It r s just that you normally land in a heap, 
lose a life and have absolutely nothing to laugh 
about- 
far Trap is a fantastic game that will have 
you sCTeaming for mora. The graphics are 
finely detailed, there is a large playing area, 
wonderful touches and lots of things to blast. 
There are one or two disapointments though: 
miserable one-channel beeps, the occasional 
screen flicker and rather awkward control. 
Niggles asade, it will keep you hooked. RpM 

FIRST-DAY TARGET SCORE 

1300 




W&nderfui alien variety. 
Very fumy in places. 
Colourful and detailed, 
i-wannaiiolher-gcv appeal. 



Abysmal eoond- 

Control can be awkward 
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The Final Challenge 




Launching soon on: For mail order enquiries please write to: 

Spectrum £7,95 NMC Limited, PO Box 67 

Amstrad, Commodore tape £8.95 London SW1 1 IBS 

Amstrad, Commodore disc £14.95 or call on 01-228 6730 




ACTION TEST 



180 

Mjatertrenic, £199 cass F joystick or kty% 



i8C*i$ ar. upmarket darrs game with a differ- 
ence. Make sane ycur voiume level fumed 
up before the game has finished leading, 
because you realty don't want to miss the 
digitised 'ISO' yell so familiar to TV darts. 

180 lets you use joystick or the keys you 
warn. You can play round the dock* &> 
practice. I suggest you start with this io get 
used to controlling the dart. A hand 15 shown 
on the screen, which you move diagonally to 
target the dan. Press Fire eq throw. 

The rules are the same as real darts: you 
must finish on a double, and hitting the 
trebk^SG bed three times gives a score of 180 
and I 




HIJACK 

Electric Drtims, t?.W cits, £N.9f dirt, joystick onlj 



Hijack is an arcade adventure. The object of 
the game is to defeat the terrorists who have 
hijacked a vehicle. 

You are in charge of the Hitack Division, 
a government department dedicated to stamp- 
ing out terrorism. You must either raise enough 
money to give the hijackers, or laise enough 
miliary support to storm them. On she other 
band, you could send in the diplomats to try 
and talk them out. 

You start off in your office. Lifts take you 
up and down to other rooms and departments. 
Other members of she governmeri staff walk 
around, and whenever they are in the same 
room as you, you can ask them to perform 
specific duties. The president is the only one 
who can (ire you. You may ask him for 
transport to the hijack scene, or for a deadline* 
emersion, or for military, financial or political 
support He's quite tighi and rarely gives you 
anything wthoul quite a bit of pestering, 

The other characters which you may 
control are: 

The F&l agent, who can question another 
*mployce p rearm to his office, or hand in his 
notice. 



SECOND OPINION 

/ like a bit of political intrigue, and 
although this isn't gujfe on the !eve! of 
Fourth Protocol ir gives a taste at it It 
shouldn't rake you long to get mro the 
game and the increasingly difficult tasks 
will keep you there. Not a biockbustor 
but plenty of potential for fun B W 



SEC0NB OPINION 

As dart games go r this is one of the better 
efforts with good graphics, tough 
opponents and a nice, practice screen. I 
would h&ve pmlerred a wider variety of 
games instead of Jus? W2 tut there 's still 
plant? of Urn to be tad 

BW 

On your turn, the screen shows the hand 
hoiding the dalT, the board itself and the 
automatic blackboard. However, when your 
opponent throws, you see a aide shot of him 
throwii^, (Something is supposed to happen 
ill the background While he is throwing;, but T 
ain 1 ! seen nullnk happen there yet, you know 
what i mean, Harry?) 

Playing 50 J Takes the form of a rcaJ 
contest starting from the quartet finals. In the 
mjarter- and semi-finals, you pky one of eight 
opponeris from Mega Mick, R&lly Bill, Del boy 
Bes, Devious Dave. Sureshot Sidney, limp- 
wrist Larry, and Tactical TeL Each match is 
the best of three. 50 you must beat your 
opponent twice to go through to the next 
round. 

The skill of the opponent you race de- 
pends on the stage of the Oornpention in which 
you face him. The only difference between 
[he eight different opponents is the way in 
which they unisti, Dr.e likes finishing on the 
bull and will often attempt to go bust r by 
scoring more than he needs, to allow rum a 
second attempt at the bull 

If you reach the final, you face lamitiy Jim. 



GEE EN SCREEN VIEW 

Everything's perfectly visible. 



BW 



- The CIA agent, who can research tho 
hijackers, return to his office, or hand in his 
notice. 

- The miHtary; political adviser, who can go to 
the hijack, help assistant, return to his office, 
or hand in hisi noUce- 

- The rnijtary poi^Lca] assistant, who can 
deploy military forces or d?p!omats. return to 
his office, or hand in his notice. 

- The publicity officer, who can issue press 
releases of varying detail return to her office, 
or hand in her notice. 

- The financial officer responsible for raising 
the cash, who can raise hmds quickly or 
slowly, go to the hijack, return to her office, 
or hand in her nou.ee 

- Tho secretary can find an employee and 
send him or her to your office ro wait. The 
employee will do so if he us not busy and 
depending on his loyally 

Once given the access code tor the 
president s door, you may go to the top of the 
biLldmg and get into the helicopter, which wiJ 
fly you to the scene of the hijack. 

1 hke this game very muck The graphics 
are not bad. and the game is fairly addictive, 
There is little ox no sound, but thi£ does not 
detract from the game The lifts taking you 
Item floor to floor are well depicted and add 
to the games attraction. Unfortunately, the 
characters move very <;ow)y and yon really 
need J whole day to gee into :he game. CB 



GREEN SCREEN VIEW 

Clew, and has board colour options. 



BW 



As the cassette ailay says, 'to beat him you 
niUSt be more than just amazing." 

The inlay card includes a useful table of 
possible finishes from 170 down to ). 

I enjoyed playing this game and felt that 
most of the features were done welL However, 
the only sound in the game is the applause 
*-hen you score 10G or over, and the fc 160* yell. 
Bu: overall, an excellent buy for tho price. 1 
got hours of fun and enjoyment from it. CB 

FIHST-DAY TARGET SCORE 
Get to the final. 



N 



* Good graphic throwing hand. 

* Some tough opponents, 
► Nice digitized ISO" yelL 



B 



N 



W 



The real thing's still more fun_ 
P- Nobody buys you a round. 

Plays only 5€ 1 and round-the-clock. 



GRAPHICS 

SOU ICS 

EMfi FACTOR 
5TAY1HG POWER 
kk RATING 





FIRST DAY TARGET SCORE 

Get through the door into the president's 
office 



N 



P- Exceedingly addictive. 

^ Many, many glorious rooms. 

► Each character ha* a life of its own. 



N 



* W.iJkmg is slow and cumbersome. 
P- Takes a long time to play. 



GRAPHICS 


68% 


SDHICS 


11% 


GRAB FACTOR 


71% 


STAYING POWER 


62% 


A A RATING 


GS% 
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ACTION TEST 



XCEL 

Mas-cer crank. L\.W ass, fOfickk or ktfi 



This is one of those games thai you either love 
or hale - [here's no middle ground for campro- 
mise, It's basically a two-stage shoot-em-up, 
but with lots of frills that add to the enjoyment 
or frustration, depending how you look at it. 
You control a spaceship trying to track 
down 30 pUnots among 300- On each planet 
you have to get through several defence zones 
before finding out whether there is a computer 
at the end of it. If there is no computer then 
you've wasted all your efforts and will! have to 
go off and try somewhere else. 



GREEN SCREEN VIEW 

Sensible chorea of colours, all is visibfo. 



SECOND OPINION 

Some very nice pn>grarnrning touches 
have been incorporated in Xcel. It is 
graphically shinning; ev&n the 
soundeffects are bearable. The gameplay 
lacks variety - basically ifs down to the 
planer surface, blast a few aliens and 
rutuin to youi ship. It doesn 'f slop there, 
though, for you keep repenting this task. 
At under ££ though, there can be no 
doubt in my mind: this: game 's a winner. 



The screen initially shows you nrbiting a 
planet, with a detailed control paneL From 
here you can access seven other facilities that 
may give helpful information. There's one 
computer that tells you about all the other 
controls and a second that gives information 
on alt the planets. "Status" gives. you information 
on your shields and shooting accuracy, the 
map allows you to choose a planet to which 



you can hyper space, and the communication 
option gives you any messages* 

Many of these messages are translated 
from a weird alien scrawl. If you can decipher 
it fif it's possible) you're a better code-cracker 
than t 

When orbiting a planet you can send 
down a remote probe, Yon have only a limited 
number of the-se - when the/re ail gone, the 
game is over. Once down on the planet surface 
the probe has to go through a number of 
sections composed of two basic games. 

The first stage is always a downward- 
scroiUng screen - you can move your ship 
anywhere. It has Eo manoeuvre through narrow 
corridors of indestructible trees and blast 
away other objects from its path- The stages 
vary in design: some are almost like mazes 
and others require pienJy of blasting. In places 
you need pixel-perfect accuracy with the strip 
- this is where you will either love or hate the 
game. 

The second type is a simple old shoot- em 
up. Aliens whiz on from the top of the screen 
and circle around. If you can blast enough of 
them, it's on to another of the scrolling stages 
Aliens shoot back and can be very dangerous 
If you die, the next probe will have to start 
again from [he First stage. If you reach the third 
stage and then cue, you restart on stage three. 




If you get through enough stages you 
discover whether a computer base was on die 
planet Then it s on to tte next pSanet in search 
of another one The stages really are lough 
but with practice the* ears be mastered. 

The required accuracy of control will 
drive you up the wail, bet you 11 always come 
back for more There are lots or lovely graphic 
effects from the ioaduag screen nghl down 



SPACE HARRIER 

Elitf , iS 95 caw, i U.9S disk, ttiyttkk or keys. 



If you've visited the arcades over the past year, 
you may well have noticed this game. The 
arcade version allowed you to sit in a booth 
[hat was moved around in relation to [ho act ion 
to enhance the feeling of movement Of course 
that isn't possible for the home versions, but 
[his still looks like another big smash for Elite. 

It s another game where you don't have 
to worry much about the scenario just blast 
everything foolish enough to stray onto the 
screen. You rake the role of a man toting a 
hip-slung gun. 

You can move all over the screen, running 
along the ground or flying through the air. 
When the man runs carrying the gun, the rear 



GREEN SCREEN TEW 

Everything is much clearer m green. Be 
thankful - you need all the help you con 
get ItpM 



SECOND OPINION 

you like it fast and furious, then Space 
Harrier has got it. You have to be wide 
awake to play this game. Trying to amass 
multi-million scores at four in the morning 
is not the way to do it. The speed and 
mindJessness of Harrier ensures that I for 
one shail he playing it for weeks. RpM 



view gives the impression he's playing a 
guitar This is dispelled when he flies oi rums 
ssdeways, or by loosing off the gun's lethal 
blast 

The ground: scrolls towards you; scenery 
in the background moves when you swing 
away from the centre of the screen. Trees - 
drawn with vector graph: cft -com fast toward 



you. Avoid these or they will cost you a ufe. 
You can't shoot the trees on any of the many 
levels, bui they do vary in height and shape 

Once you experience the speed of the 
game you may think This enough to cope with. 
But there's plenty more to come: all manner 
of weird aliens are going to be thrown at you 

Aliens too are all drawn using vectoi 
graphics, and come on in waves from different 
parts of the screen. Sometimes they appear 
from behind you, sometimes from the distance 
ahead and sometimes zip in from the sides 

Once on screen they'll wheel about in a 
preset pattern, blasting off oval-shaped char- 
ges at you before disappearing off screen, if 
a shot hits you, you lose another life, bui :f you 
can hit the aliens with your bullets they blow 
up. 

Al first you'll wonder what on fcanh is 
going on. Bui as you get used to the speed of 
the action, the vector graphics agains* scLls 
graphic background, and the three things yoo 
have to avoid (trees, aliens and shots), things 
will become easier. The most important thing 
is concentration: at the speed thongs move, 
you have to be at your peak ot seeing and 
thinking. 

True isn't one of those horribly tough 



games, mind yoti, because you can ge^ righi 
ttUO it and h»e pteay of blasting fun whatever 
your standard of piay If you survive enough 
waves you gee through Co a different scrolling 
background wi& new trees (which arent 
always trees) Oft iOtne levels you must first 
defeat a rnuto-se^mrted dragon, which stays 
on screen finag eatoes at you until you Jut it 
enough dam or low all your bu 

The graphics are superb and incredibly 
fast Al &m fw may find the vector-graphic 
aliens hard » p&cjr but keep playing and 
youT app:*c*se :hem more and more. The 
muse that accompanies the game is just nghl 
and the flMNpiay is fiheer, unadulterated 
blasting bbss, YouTl come away tern the game 
probably physically exhausted 
rj-verysassfrKl BW 



W 



* Amazingly fast action. 

P- Coed scrolling backgrounds. 

* Great vector graphics for trees and 
aliens, 

P- Many levels of increasing challenge. 

* Good music for accompanying game. 



N 



* Both you and your joystick may be 
knackered. 
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ACTION TEST 





Good detailed graphic* aod effect*. 
Delightfully presented. 
Addictive shoot-em-up action. 
Variety of stages to mortar. 



Might be jUfit too rmscratflig. 



CiflAPHICS 






SONSCS 


int 




GRAB FACTOR 


81% 




STATING POWER 


14% 




A A HATING 


80% 





FIRST-DAY TARGET SCORE 

500,000 (Don't ^ou just love ill) 



GRAPHICS 



SONICS 



GRAB FACTOR 
STAVING POWER 



A A RATING 
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AMSTRAD GAMES • for CPC464, 664 & 61 



AMAZING 



UP TO 



1STRAD CK— Current Releases 



Vf 

▼ E 


3 on OFF w 






5 51ARGAMES 


BEAU JOLLY 


£9.9S 


£7.95 


COMPUTER HIT5 IN 


&EAU JOLLY 


£9-95 


£^95 


DYNAM iTC DAN 2 


wmrtoRSOFT 






DRACUU\ 


CR.L 


L9.95 


£7.95 






£14.05 


£12.05 


TRIVIAL PURSUIT (QlSQ 


DOM ARK 






TRIVIAL PURSUIT 


DOM AUK 




£12.95 


StSCGM OREAM 


RAHBlfiO 


CUM 




THE INHERITANCE 


INFOGRAME5 


1995 


£7,95 


ftOO£TOOCPER 


PIRAWA 


£9,96 


£7.95 


JA^KTNENIPPtR 


GREMLIN 


£9-95 


17.95 


* = AHKUNGH. n 


OCEAN 






TOP GUN 


OCEAN 


ra i j5 




COP OUT 


MlCRO'GEN 


£8 9$ 


£6.95 


KONAAtlGOir 


OCEAN 




££ HE 


-JOVWICCMIW HITS 


OCCAN 




££ H 


MIAMI VSCE 


OCEAN 


£S.95 


m 95 


WINTER WGWDC^AriD 


INCCNTlvr 




£5 35 


l rc^n re *Ar.F 




f7.M 


EM6 


THCYSOCO A MILLION II 


OCEAN 


C995 


£7,95 


COLOUR £ MAGIC 


PIRANHA 




£7.95 


FOHTHAUFRnFVFAP. 


MFM IN 


£DM 


£7.15 


HITS PACK 


ELJ7E 




E7.9S 


IM05TFE RATU THE V&MPI R£ 


PIRANHA 


£9 95 


£7,95 


BOS BY BEARING 


SOFTEK 


C3 9S 


£C.95 


NOW G AMES I 


VIRGIN 


E9 95 


£7.95 


7ENO 


ARGUS 


EB.95 


£6.95 


HEARTLAND 






E7.&S 


MODEl UNIVERSE 








r AMSTRAD CPC DISCS j 


▼ £6 MO OFF ▼ 






MELTDOWN 


ALLEGATA 


El 4.95 


Efl.95 


STARQUAKE 


bubble bus 


£12.95 


fcfctS 


HEAVY ON THE MAGICK 


GARGOYLE 




£7^95 


WATERLOO 


LOTHLOWEN 


£14.95 


ta 95 


HIGGLES 


MlRROFtSOFT 


El 4 95 


£3.95 


KUNGFU MASTER 

Ti 


US. GOLD 




£3.95 


MACROCOSMICA 


AMSOFT 


£15 9* 


Efi 95 


GOLDEN SWH 


AMSOfT 


El 3.95 


E8.95 


GLA$$ 


ARGUS 


E12 95 


£7.95 


GLADIATOR 


DO MARK 


£14,95 


£9,95 


"V 


OCEAN 


ti*95 




STAMLCSSSTELL 


MICR0-GE\ 


£1395 


ES.95 


LORD OF THE RINGS 


MELBOURNE HOUSE 


£15 95 


E1U.95 


SAi COMSAT 


MlftftORSO" 


£1395 


£135 


NEXUS 


NEXU5 


£14,95 


E9.95 


THEY SOLD A MILLION II 


OCEAN 




£9.95 


STAiRWVYTDHEU. 


SOFTWARE INVASION 


£11-95 


£6,95 




ALLSGATA 


£12.95 


E? + 95 


▼ £4.00 OFFT 






ALEX HIGGthS POOL 


AMSOFT 






BEACH HEAD 


U S GOLD 


ET4.9S 


£1095 


DOORS OF DOOM 


AMSOFT 


EIM5 


E9.95 


FAIRLIGHT 


f HE EDGE 


£14.95 


£10.95 


1 KLIHG FU MASTER 


OS COLD 


£12.95 




OREEN BERET 


OCEAN 






RED ARROWS 


DATABASE 


EU.95 


EH. 95 


EQUINOX 


MiCftO.GEN 




£9,95 


BATMAN 


OCFAN 


E14.95 


£10,95 


GET DEXTER 


m 


CI 4. 95 


Eld 95 



AMSTRAD CK CASSETTES 



V £4.00 OFF ▼ 






MAX HEADROOM 




19- 9 j 


£5+95 


GLASS 


ARGUS 


£ LJ AC 


€4,95 


CORE 


ARGUS 


i$ 


E5.95 


STAR QUAKE 


BUBaERUS 


£3 95 


E4.95 


MCME 


IMAGINE 


£895 


£4 T 9S 


WUCEOFMAGJCK 


LEVELS 


E9.95 


iS.95 


WATERLOO 


LOTHLOREN 


E9.9S 


I5h9S 


COUNTDOWN 


MACSf\ 


f 8 9S 


£4.9S | 


RED HAWK 


MELBOURNF 


EH 95 


£4,95 ' 


ROCK N' WRESTLE 


MELBOURNE 


£9.9S 


£5.91 


HRRORMOLINQS 


MELBOURNE 


E^.95 


£3.95 


GYROSCOPE 


MELBOURNE 


ES 35 


r m r\w 

E4i95 


NOMAD 


OCEAN 


£6.95 


C4.95 


FRANKIE GOESTO 








HOLLYWOOD 


OCEAN 






HUNCHBACK 111 


OCEAN 


ea.95 




STAIRWAY TO HELL 


SOFTWARE INVASION 


£7.95 


£3.95 


▼ £3.50 OFF ▼ 






SEAS OF BLOOD 


AWFNTURE 








INTERNATIONAL 


- ? 




MELTDOWN 


ALL IG ATA 


£8 9? 


CS-45 


ELITE 


FIREBIRD 


£14.95 


£11 -45 


HEAVY ON THE MAGIC K 


GARGOYLE 




Pfi AC, 


PING PONG 


IMAGINE 




F5 "*! ^ 


MOOMCRESTA 


INCENTIVE 




C4- 4S 


TALES OF THE ARABI AN 








NIGHTS 


INTERCEPTOR 


E6 95 


E3.45 


BULLS EYf 


MACSEN 


E8 95 


£5.45 


HERiEJTTSDUMWYRUM 


MOO-GfN 


95 


££.45 


STAINLESS STEEL 


MlCftO-GiN 


E8 95 


£5.4^ 


LIGHTING WARRIOR 


MELBOURNE 


EB.95 


£5.45 


LORD OF THE RINGS 


MELBOURNE 


E'595 


£12.45 


STRIKE FORCE HARRiER 


MIRRORSOFT 


E9 95 


£6.45 


NEXUS 


NEXUS 


F9 95 


£6.45 


NODES OF YESOO 


ODIN 


£»JS 


£6.45 


ALIENS 


ULTIMATE 




£645 


GUN^RKiHT 


ULTIMATE 


E9.95 


£6.45 


^ RASH MAN 


VIRGIN 


E7 9S 


£4.45 


▼ £3.00 OFF ▼ 






HlfbSE 


B'JBBLEBUS 


cew 


E5MS 


SATELfTE WiAftRlOR 


AMSOFT 


£8.95 


ES.95 


CMAflBACAH 


AMSOFT 


£9 95 


£6.95 








£5.95 


THE 80GGIT 




£7 95 


£4.95 


ROOM 10 


GRL 




£4.95 


DOOMS DAHK ReVkNC^ 


B£YOM? 


£9 95 


£6,95 


VW^Y Of THE TIGER 


GREMLIN 


E995 


£6.95 


<j€0FF CAPES STRONGMAN 


MARTECH 


£B9S 


£595 


MATCH DAY 


OCEAN 


£9.95 


£6.95 


SWORDS A SORCE RY 


RS5. 


£9.95 


£695 


JEWELS OF DARKNESS 


RAIK BIRD 


£14.95 


£11.95 


KNJGHTIORE 


ULTIMATE 


C99S 


£6.95 


BOUNTY 303 


U S GOLD 


E9 95 


£6,95 


FA CUP FOOTBALL 


VIRGIN 


£7.95 


£4,95 



Cheques payable to Software Bargains. Goods 
despatched withirt 4B hours Prices include VAT & 
Carriage. AecessAAsa. Send your order to SOFTWARE: 
BARGAINS, 8/8 A Regent Street, Leeds LS7 4PE. 
Tel. 0532 687789/687735. 



NAME 



ADDRESS 




MAIL ORDER ONLY 



Jl 



SOFTWARE BARGAINS 

YOUR AMSTRAD GAMES SPECIALIST, 

SEND SAE FOR FULL LIST OF PRODUCTS 




ACTION TEST 



DYNAMITE DAN II 



Who i* the, superhero? What is the task to 
complete? Who is ilia arch-enemy?" Are these 
questions looming around your head? If so, 
relax: all will shorriy be common knowledge. 

Agent emaordiiiaire r Dynamite Dan, has 
qaiie a feat ahead of him: the world is being 
mesmerised by innocuous pop records. Dan, 
that desperate man, has to search a group of 
eight islands known as Arcanum. A record is 
hidden on each island. It must he located and 
play ad on a jukebox conveniently situated on 
the island. 



SECOND OPINION 

Jf f weren't for Efte horr&ndoi^ graphics, 
the game might have something going for 
it But as if is, just tooting if if puis you 
Th& acv&n doesn't seem much dissimilar 
to the ongumi game, so platform fans may 
still find afakbk of enjoyment Aera BW 



Dan., thai mcongruoiLSi rnati, Appears on 
screen in his zeppelin. Colour -clashing is a 
thing of the past, is :t not? Wrongl Dynamite 
Dan t! has wor&e uafcur-rnixirig Than, some of 
The early Spectrum qames - that is a difficult 
aocompLishj^&nt. especially on (he Amsirad, 
Nearly all the sprites are monocoloured 

Although the game has colour and graph- 
ics problems, there are certain delightful 
touches: Dan, thai hydroccphaloid man. and 
ail the other characters, objects and artefacts 
Bt& wonderfuUy animated. Certain sprites have 



shinning movement patterns that m\\ take a 
lor.o ume to work out 

While Or. his travels Dan, that anoiexic 
man. encounters many wonderful inanimate 
items. These serve many purposes - some 
open gates and others build up his ever- 
diminishing energy When picking up art 
object, a humoresque tune will reach your 
ears: at leas? some effort has been put into this 
deparTment 

Apart from the awful graphics an<l colour 
attribute problems, Dynamite Dan It is an 
enjoyable garrifc. There is plenty to explore, 
and k will keep you satisfied. RpM 
FIRST-DAY TARGET SCORE 
SCO 



GREEN SCREEN VIEW 

Emeu the CQlQVf^cteah is visible. 



RpM 



W 



* Wonderfully animated sprites. 

Task will take more than a couple of days 
to complete. 

P- Occasional sound Ss. highly original, 



N 



> Horrendous use of colour. 

► Col our- clashing when sprites overlap. 



Dan, Dan, che 
colour-das* man 




GRAPHICS 



SON ICS 



CRAB fACTOfl 
STAYING POWER 



A A HA1INC 



43^ 
71% 
M% 
69% 
66% 



JAIL BREAK 

Kanami r (OS ot> r ti43S dNk, joynkk or top 



Kgnamj is famous for its arcade games, which 
until now have been licensed by other soft- 
ware houses when being converted otiu> home 
computers. Now it's producing its own con ver- 
sions. The first is a prison breakout in which 
you play a cop trying ta get rid of all tho 
escaped prisoners. 

" You won 1 * have any trouble recognising 
whaj son; of game this ls: it besrs Strong 
resemblances to Green Berei and Ghosts^ 
Gobltm. You have to make your way through 
a nghMO-lelf scrolling landscape, hyiny iq 
complete gradually more hazardous stac?^£. 
To start with you are armed with just a gun 
but can crer two more sophisticated weapons 
by rescuing hostages along the way. 
mam 



There are ihree types of hostage who will 
give you cither a weapon or bonus points. 
Care is needed because you car, shoot them 



SECOND OPINION 

Have you played tt jn She arcade? If so. 
continue doing fust that The Anuxtad 
version fs boring: you die toq easily, And 
it's infuriMiNf. in f<n r l the only dung gomg 
for it is the opemng speech and music. RpM 



as well. The prisoners come in spvetji] v,i ■ 
ties who can shoot bultelfv thiuw things and 
pop out of manholes. You have to avoid the 




missiles and running inio them. Mosl can be 
wiped out with any of the three weapons but 
soma ieqinxe a specific weapon before they 
can be disposed of. 

The gameplay iant yery original in the 
wake of Green Beret and Ghosts r? Gt?bJws and 
in terms of graphics it isn't very special either. 
It does Uavt* some digitized speech and good 
trtle music but this iaiV; much compensation 
when actually playing. Its certainly worth a 
took, bul 1 hope Kortami has better games to 
come. 

BW 

FIRST-DAY TARGET SCORE 

I0,0W 



GREEN SCREEN VIEW 

Ito prohteify spotting the bud gtiy& 



BW 



N 



W 



P- Reasonable scrolling graphic. 

► Those convicts am very tough* 

► Addictive and demanding gameplay. 



BAD N E 


W 


S 


P- Too unoriginal, 






* Too toiigh for my liking, 







GRAPHICS 


|*6%' 


: mmm 


SONICS 


62% 


'-' ■"■ '-! 


GRAB FACTOR 


im 




STAYING POWER 


61%; 




A A RATING 


65% 


mmm 
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COULD THIS BE YOUR 

PROGRAM? 



BBSS* 




sP 0^ s 



is your program good enough to fill 
this spot? 

Will your game be the next No, 1 hip 

Are you looking tor.top royalties? 

Are yog writing for leading computers 
such as Commodore 64/128, C16/PIus*4, 
BBC/Electron, Atari, Amstrad, MSX, 
Spectrum or any other 6502/Z80 Micro. 



Answer YES to any of these questions 
and we would like to hear from you. Send 
your program tape or disc, together with 
full instructions for fast evaluation. Be sure 
to state your computer type, memory, 
peripherals used and your name, address 
and telephone number 




34 BOURTON ROAD GLOUCESTER GL4 OLE 
Tel (0452)412572 



P S: We are also looking for 6S02/Z80 programmers for urgent conversion work H 



ACTION TEST 



AMERICA'S CUP CHALLENGE 

US Gold, Q» ass, f 14* <fi* jeywfck v k#y* 



U you though! the America's Cup would be a 
tough simulation to put on. computer, then give 
yourself a round of applause because trial's 
how <t's turned out. This is a very polished 
simulatioji wiih plenty of attention to detail but 
unless you arc a sailing buff iT r s qoing to be 
hard to a,e< to grips with. 

You can hardly have foiled to notice ihc 
Americas Cup going ait sn Australia tins 
winder. Now you can sasl the course against 
another player or The computer. You r^r_ sail 
ar one of duree dkiil levels bu p vou'U find all of 
them lough. At fls most batac, the idea is to 
suit your yacht around a predetermined 
course and cross the finish line before your 
opponent. 

The LrurtructSOnS are very daunting unless 
you're familiar with sailing, even chough the 
actual control* ajo quite straightforward. Un 
fortunately this also rr.cans that anyone who 
might fas in & position To oivoy the complexity 
of the situarkm nay be disappointed with the 
controls . 

The graphics as the yachts travel the 
course are reascrub.e. but There's nor a lot of 
noise except for the wind. This can be a very 
enjoyable 'ony icm challenge if you can get 
to grip.? with it, but I wish I he control methods 



SECOBfD OPINION 

I don't like sailing, and / don't like this 
game, RpM 



had been simplihed by more use of Ihp 
keyboard instead of trying to operate every- 
thing with the joystick- 

BW 

FIEST-DAT TARGET SCORE 

Complete the course 




I* Very detailed simulation 
► Will absorb yea tox hours. 

Well presented, masses ef background 
info. 



1 



N 



W 



P- Very complicated for the beginner. 
► Bad choice of control mechanism. 



GRAPHICS 


61% 


f mmm 


SONlCS 


37% 




GRAB FACTOR 


37% 




STAVING POWf R 


B3% 




A A RATING 


62% 





ROGUE TROOPER 

Pfnmhi. £9f$ oas, [ayuicfc ar Hp 



Yet another comic-book hero is immortalised 
in machine-coda. This one conies from 30W 
AD* where other great licensing characters 
like Judge Dredd and Strontium Dog reside. 
The game's been programmed by Design 
Design and has its unique graphic style. 

Rogue is In a hostile alien onvironrnent 
where Hoita wander around intent on putting 
holes in him* You hav£ 10 guide him to find 
eighi vid-rapes before taking off in a space- 
ship. The 3D qraphics are very detailed and 
interesting and have nice, targe moving char- 
acters. The landscape is split inio several 
zones, each wii+i ii& own dibLinCvivo graphics. 

As you search for the tapes you can *ilwo 
find ammo for Lhe gun and medical kits to heal 
your energy level The Norls will shoot a| you 
and it your energy reaches zero you re dead. 
Ft will take several shoia to kill a Norr and 



GREEN SCREEN VIEW 

Black and white is ,„ dark green and light 
gr&&rr. RpM 



many more to blow up the pillboxes thai <*teo 
appear. 

The game map isn't very large and wraps 
round at the sides and the lop. It won't take 
you long to explore it all and realise that 
collecting eight tapes isn't a very tall order. 
They are randomly placed but you've always 
cot plcniy of ammo and jus" have to lako care 
with your energy levels. The three characters 
who are supposed to help you in th^ game - 
Helm, Gunnar and Ray man - aren c a loi of use, 
5 13 51 passing comments as you perform actions. 

If p a pleasant qame fo r a w hile, but there 
just isn": enough of it _ 

BW 



SECOND OFINION 

You marvelled df the design work in 2000 
AD. you were stunned at Hogue 
Trooper* inabihty to die. You wiU retch ar 
the sight of thk re-creation on your 
Am.tfrad'a monitor. The graphic* Sock as 
ftiough they have bean ported directly 
from another (lesser) computer, 
everything being hfock and white. Th& 
g-aniapteY ITi ^V & c hicfflly enjoyable: even 
the odd speech -bubbie to add humour. 
But why leave it at that? This could have 
been a top-class ga me. RpM 



FIRST-DAY TARGET SCORE 
Get eichi tapes 




W 



► Excellent 3D graphics. 

► Initially enjoyable exploring. 



B * Too easy to complete. 

► You just walk around searching and 
shooting. 



GRAPHICS 
SON ICS 



GRAB FACTOR 



STAVING POWER 



A * RATING 



85* 

72% ffl 
59% 
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ure Continues 



■»«Hnr 
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The future of the Atanan Federation is in your hands as the evil 
Zylon Master. Chut plans to destroy the Celos IV Star System. 
Pilot the hottest fighter in the galaxy, the Liberty Star and wipe 
out the Zylon Master Force and its super Attack Bases. 

The sequel to the game that astounded 
the world STAR RAIDERS II™ will leave you 
stunned; there is simply no other game to 
compete with its sheer excellence. 

" AVAILABLE ON: ~ ~~ 



Amstrad CPC cassette 

Amstrad CPC disk 

Commodore 54/128 cassette 

Commodore 64/128 disk 

ZX Spectrum 48K/128K/+ 



£9,99 

£14.99 
£9.99 
£14.99 
£9.99 




SOFTWARE 

ELECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT, 
SOUTHAMPTON S01 2EW TEL: (0703) 229694 

Mail Order: 23 Pond Street, Kampstead, London NWS 2PN 



ACTION TEST 



TARZAN 

Muttdi, ciii} I M?5 disk, jay stick or Uvj* 



The cne^-heating hero hap made it into pixels 
at Usr. And at] for the bestft possible cause: 
ruseuing Jatnc. By the tune you amve she'll 
probably have rescued herseif. bur it's the 
though! thai counts. Your task as the yodelbr.g 
apeman is to find seven coloured gemstones 
and return Them to the chief of the tnbe 
holding Jane hostage. 

You've gjo* three days to complete the ta&k. 
which isn't a lot when you have to go through 
what Tarz&n does. The screen display is a 2D 




side-view but cleverly constructed to give 
foreground scenery in silhouette and back- 
ground scenery in full colour. In between is 
where the action takes place. Yofu can run and 
somersault around but will encounter many 
problems. 



SECOND OPINION 

As soon as the game has loaded you are 
treated to an easily recognisable melody 
- tf$ the theme ftwe to Fa/ran ( What 
else!' you migk say) wd vary nicse too. k 
is colourM, enjoyable and hrnnourous. 
Fm not £we whether Tarz-m is supposed 
to be a Moms dane&r; h& Kertenuy seems 
to throw himself around when fighting. 



There are snakes and lions roaming the 
jnngte. They Lose you time if you hit them. Even 
more serious is being crawled on by a spider, 
which really eats up the rime left. Another 
danger is spears thrown from the edges of the 
screen. These dangers have to be ducked ox 
jumped. You can fight with a native who comes 
onto the screen, since you can t go over or 
under him, Enough punches and hell fly off 
scree n. 

The adventure element of the game is quite 
tough: there are several objects to be found 
and used in your quest- Finding them is tough 
because of the jungle's dangers, but then 



you've got to work out what to do with them 
For instance a rope will help you swing across 
a pit. 

There arc some nice touches in the game like 
the scenery and the puzzling. 1 found the 
fighting gets on your r.erves. but si s there 10 
make things tougher The music is good, and 
you'll need to like it because it plays through- 
out the game, and the game is going to take 
a tot of solving. BW 

FIRST- DAY TARGET SCORE 



N 



W 



Attractive scenery* 
Night and day lighting. 
► Good mix of arcade action and puzzles. 
Easy to explore but tough to crack. 



N 



^ Fighting can become tedious. 
► May be too hard. 



GRAPHICS 



GRAB FACTOR 
STAVING POWER 



A A RATING 



63% 

12% 
11% 



ANNALS OF ROME 

PSS, 1 1195 caw, £17.95 dak, py*[itk ar ktp 



Survival of the Roman Empire is the name of 
thfc game. Annals of Rome is a strategy gam* 
in which you deplete commanders and sol- 
diers to different areas of the globe. They must 
crush rebellion and fight wars to ensure the 
growth of almighty Rome, 



GREEN SCREEN VIEW 

Visible to the very J&st century: 



N 



W 



* Will fitki* many high?* to win thift on*. 

► Careful planning is necessary to suc- 
ceed. 

^ Lots of strategy and thought reguired. 



N 



W 



► The odd beep is the only sound you'll 
hear. 

^ £13 is a bit much. 



GRAPHICS 






SDN1CS 






GRAB FACTOR 


n% 




STAYING POWER 








A A RATING 


14% 





ONE 

lnb|^rnet, o», £1455 disk pyrtkh or hup 



A cute Valentin has to be guided through 30 
72 AMSTRAD ACTION T«t ^d , 



looms, generally causing mayhem, collecting 
objects and annoying his Imbysitier Alfred. 
While collecting objects in buckets. Valentin 
must run from Alfred. If ha is caught, a good 
beating is what he will get. 



/■OA M C ■ Iff 






CiRAPHiCS 
SON ICS 


11% 
12% 
&9% 
33% 
73% 






GRAB FACTOR 




, STAYING POWER 




A A RATING 





w 



+ Very colourful detailed graphics, 
> Hila lions cartoon- like characters, 

When Valentin if being punished, you'll 
be in stitches. 

* Alfreds facial expressions ar« rfatoos. 



► Why only 30 rooms? 



GREEN SCREEN VIEW 

AM visible. 



XARQ 

Etectrfc firtaros, ItW cres r £ disk, joj*tic* 
or kqr* 



In your hissed hydraboat you must enter 
Xwq and flood the Zimmerman Trenches 
There is a fortress of silicon and sieal to blast 



your way through. Graphically very similar to 
Paasadnxie: you will have to we all your might 
Ob battle through the Xartfon defense system 



N 



+ Tough shoot-em-up exploration task. 
> Vivid colours, 



N 



+ Horrid bloc Icy graphic. 

► Yon will need mraMe finger? to me 
keyboard. 

► Wishy-washy sound. 



GRAPHICS 



SONECS 



GRAB FACTOR 



STAYrNG POWER 



A A RATING 



43% 
47% 
SZ% 
54% 



ASTERIX 

Melbourne Noun, £MS ;0ySdck Of kefs 



True to Melbourne House s style, Aster tx as a 
hea:-*m-up-srySe game- Obelix acciclent-aUy 
shatters the magic cauldron, sending pieces 
dying. You (as Astenx) and Obelix must find 
aU the pieces and bnng them back to the 
village. While searching, you will orsoountor 
Romans and wild boar + which must be fought 
off. 



GREEN SCREEN VIEW 

M is visible. 



ACTION TEST 



GRAPHICS 


57=* 


mmm 


SONICS 


6t% 




GRAB FACTOR 


53% 




STAVING POWER 


11% 




A A RATING 


51% 







a 


0 


0 


D 


N 


E 


w 


s 



Nice to fl&tertx on the computer 

^ Large colourful sprites resembling those 
unconquerable cartoon Gaols. 



s 



N 



► Fighling scenes are a joke: they Jump up 
and down like the highland lling. 

Awful flickering al the best of times r 

► Occasionally half a character will disarm 
ear arid not return for a fcoooonng time. 

► Collision detection is virtually non-exist- 
ent. 



THE GREAT ESCAPE 

Occin. £3,91 easy joprtkk or (ftys 



You lake the? Tole of a prisoner of war trying 
to get free By analysing the bell routines and 
the guard patrol system, it is po&Jible to work 
ou! an r ^dpe rou-jry- M*ny uorn^ will he 
fouiKl on the way. either helping or hindering 
you. If you don't make it, its a frog-tnarch inlo 
solitary conkivern^ir 



N 



W 



> Nice effect of Flag moving up and down 
poLp to indicate camp a talus. 

^ Enjoyable game if graphics are ignored. 

► Novel concept- 



► Horrendous jerky trolling. 
P- Pititul graphics. 



GREEN SCREEN VIEW 

Colour rs non-axisien:- green scr&mt is 
tiGuaUy bleak but oka/. 



GRAPHICS 


49 




SONICS 


52% 




GRAR FACTOR 


65% 




STAYING POWER 


68% 




A A RATING 


66% 






DEFCOM 



Earth is threatened ottoe more; invading aliens 
have taken over the defence satellites turning 
them into deadly weapons. Up ycu go hi your 
trusty fighter, orbicmcf the Earth. You must 
blast the aliens then move on to the aatelUtes 
destroy them before ii's loo late. 



N 



W 



P- Music Is the best part of the game. 



N 



P- Colour hu been sparingly used. 
P Some awfully basic shapes for your 
fighter and alien ships, 
P Movement is awkward. 
► Boring anil repefltlye* 



GRAPHICS 


44^ 


mmm 


SGNiCS 


13% 




GRAB FACTOfl 


46% 


V.'.'- '-■Jw.jK 


STAVING POWER 


33% 


>=-=r=:y:":*:» 


A A RATING 


;3S% 






ELEVATOR ACTION 

Qu 'cksilva, cassette, ppzkk m Key* 



Remember Mission EJ&varof 1 Well, this offer- 
ing from Quicksilva is very similar, The game 
involves you guiding Agent Otto through all 
red doors to the bo4tom of th& binlding: this 
can be accomplished by either clsmbmg down 
stairs or using lifts. Otto can k:ck, shoos, duck r 
run and jump his way out of trouble - this is 
necessary as gangsters italic the oorridors. 



N 



W 



fr- Colourful and detailed graphics 
► Melodious tune to accompany your trav- 
el R 

P- Dying is rather spectacular. 



B 



N 



► Too similar to Mission Elevator. 
P The gangster* can b* a handful, 



GREEN SCREEN VIEW 

Gosng up or going down? Yep r it's all 
cisar. 




GRAPHICS. 


63%^ 




SONICS 


74% 


mmmm 


GRAB FACTOR 


61% 


mmm 


STAYING POWER 


69% 




A A RATING 


6?% 


mmsm 



BREAKTHRU 

US Gald, cms. £14.9% disk, pysskfc or k&fs, 



You are miles behind enemy fines. Your 
mteEtort is to retrieve PK430 a a revolmionary 
fighter. Your equipment is the world's most 
sophisticated armed vehicle. Traveling over 
mountains, bridges, and prairies you will 
encounter minefields, landslides rockfaJls. 
flamathrow^E tanks and armoitrmed fighting 
vehicles You must break through. 



GREEN SCREEN VIEW 

Certain pans of the scon&ry lose out, but 
on th& wh&ie it's visible. 



N 



► Lots of different enemy. 

► Variety of scenery, 

P- Good for a quick blast. 



N 



P- Pathetic collision detection, 

> Sound effects will make yon ill. 

► Gaxneplay is very frustrating. 



GRAPHICS 


m% 




SONICS 


43% 




GRAB FACTOR 






STAVING POWER 


59% 




A A RATING 








i 
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Ikari Warriors 

Nicholas Grwn of Leather head 
has ots invaluable advice for 
ENte'a latetf tomh-and-ghocV 
em-op. 

The section leading up to ih* 
first tank is probably one of the 
i r icbest in the game. Grenade and 
shoot frequently. Buttets are easily 
replenished by picking up sup- 
plies. Always slow down to kiU 
green soldwfis ihese carry sup- 
plies which you cut pick up. 
When you come to ihe pillbox, 
siand betow it and tilightiy off- 
centre, then grenade n 

When yia/re in the lank dqn'1 
waste bombs - rust run over most 
soldiera. If (he tank 13 tut and starts 
to flash, get out as soon as possible 
by holding the Tire button down 
and move well away from it. To 
blow up an enemy tank siand out 
of its firing range about an inch 
from the edge of the screen. Fire 
a grenade as the tank moves 
across the screen and move up 
with it U the tank fires in line with 
fn. qncUy move down again. 

When a helicopter arrives 
keep Enng grenades and walk 
forward in ling with it. When 
crossing water keep well away 
bom the blue blobs because they 
kH even when you aren't touching 
them. You can shoot them only 
when they appear or disappear at 
the edge of the screen, 

On the final bruo-eiud-yctlow 
section the small box-like 1 lungs 
have rso function. But be careful of 
the helicopters. On the barracks 
you should j; it k off the men before 
advancing through the cleared 
area. Try lo fake on bazooka fixers 
from the side as they always fire 
down the screen, but with a Jong 
range* 

Slay out of the water as much 
as possible: you move slower and 
are therefore more vulnerable. At 
The end you gel a million points 
and start again from the banning 
with seven live*. Keep away horn 
The edges of the screen because 
enemy soldiers can blunder aim- 
lessly into you* giving yoti no time 

to react. 




Bob Wade checks out your tips, pokes and game- 
busting ploys. The best ones could win a entire issues 
A A Raves! So why not send YOUR latest gem to: Cheat 
Mode, Amstrad Action, So merlon, Somerset TA1 1 
SAIL 
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Herbert's Dummy 
Run 

Remember Phi3 Howard's poke for 
the Mikio Gen game that gol lost 
a few month? back? Well h& sent 
it in again* and this lime we prom* 
ise it's correct Entered using Me- 
thod 1. it gives infinite lives. 



Nicholas Pavis of Rugby has done 
some delightful things to the disk 
version of the Imagine stab-em^ip. 
Just type m the poke and run it, 
Whfin prompted for a number 
type in one oi these ccmbir.arions 
followed by pressing the Enter 
key. Type them m as shown with 
the comma separating the two 
parts. 

CJiailie Chaplm-style movement 

You are invisible 1 6 , F 1 

Start, abort and restart to move 
along fop of screen 0 J , D B 

Send baddies to bed If, 66 

No character detection 25,38 
Fast game 25,08 
Infinite- bazookas if you have them 

NosoitiKl OA^t 



1 ■Herbert's bumy Pun 
? 'Ansrrad Action Feb 87 
10 DATA 21,08,1<1,36 
15 DATA 00,c3,03,0l 
20 HEflORf £1FFF 
|Q FOR <=ft6E03 TO SB EDA 
40 REft& 31 
SO POKE x,YAL< 
60 NEXT 
70 LOAfr"" 
80 POKE S?030,t8E 
90 CALL S2000 

100 mi i 

11C pRIHT^ut TraUfaiazer 
disk in drive A then hit 
* key" 

ItS MILE IKEYS= IMI :NENft 
120 *=MDQ1 

130 IF it'1 THEN RISTOfiE 

180:G0SUB WC 
HO IF i: = 1 THEtf RESTORE 

190-GOSlB ifl) 
150 RESTORE e00:GOSU8 170 
1 AO &=£&000: RESTORE 210 
US 60 SUB WO: CALL &SDDD 
1?0 RE a$ 

175 IF aS<> w xx" THEN POKE 



1 'Green Beret Diss 

2 'Amsirsd Action Fen i? 
10 1EH0RV 83QQQ 
20 LOArberet^btn'^ifCE 
30 POKE fcBCSF,8C3 
*3 POKE *BC6Q,«50 
50 POKE ,£BF 
60 INPUPEnter tne uaber 

you vAnT M ;aS / bS 
70 POKE IBF50,821 
80 POKE SB^MlLr& '+bli 
90 POKE Se?52,VU("5"^S) 
100 POKE 46F53 y 53* 
110 IF bS- h 34" THEN 

ELSE t=«9 
120 POKE |Bf5*>t 
130 POKE SBF55,tC9 
HO CA„ 83ECE 

% I ^ 
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5*7 grassy* all 




CHEAT MODE 



The solution to this very enjoy- 
able game comes (torn Kenneth 
Bamferd of New OUerton, It tells 
you everything you need to do, 
but you may it 111 find a problem 
or two in actually carrying out 
the task* 

Con of Worms: Easy pes&y 
fchifl one. Si tnp]y get rtra can from 
tho room just left of ihta snarl. Ttlfltl 
go and open \h% trap door and fill 
it with worms, Watch out for Drutt 
- he doesn't give you much chance 
to get them! 

Fried Eggs: Not too hard. Get 
- the pan tioni the same room as 
che can and take n 10 The room jusl 
* righl of the stait. Drop it in front 
I of me srairs. go back To the can 



room and lip up I he wicker basket 
to reveal the buUei. Take this and 
put fl nest to ihe trap door. Open 
the trap door and lei the bird out. 
If another creature starts to ar^ 
pear, close the door quickly and 
try again 

Once the bird is out, put the 
bullet on the trap door and wait 
for the bird to come hack. As It 
passes over the door, open and 
close it very quickly, stunning the 
hird. Run to the pan and ihe bird 
will lay an egg - ca:ch it. Re^ca: 
this four times and then place the 
pan or. the small stove until it 
flashes, then send it up. 

Eyeball Crush: It's a good 
idea to try to set this up before- 



; ■ :-*v 5 >■ ' 

hand. It's not hard but takes a lot 
of limn to do. First piant the eye- 
ball seeds in the plam pots in tho 
far mom up the sraus Then push 
the vat tap tc the ledge in the room 
where it's found Wail unrJ the 
eyeballs drop off the planss and 
put them in the vat by dropping 
them from the ledge a how it. 

Push che vac just to the right 
of the trap door. Get the bottle 
from ihe room where the vaT was 
and place it tinder ihs pipe lead- 
ing from the bottom of the vat. l&x 
the bouncing creatine will! boots 
on out of the trap door. If the vat 
is in the right place the crush wiU 
be bottled; if not, see where the 
creature bounce and push [ho vat 
to thar spot. 

Boiled Slimies: Again it's a 
good idea to have this one ready- 
planned because it s the hardest 
end inost time consuming Get the 
cauldron from live can room and 
push it to the same place as you 
put tha pan for ihe eggs. Go to the 
only room downstairs and gei the 
tffcmtea one by one. Drop them into 
the cauldron by climbing the stairs 
and dropping them into if from 



above, " '' 

Let out the fere-breathing 
creature. Co and stand right in 
From of Ihe fiauldraii. Wan until 
the creature i-s about to breathe 
hie at you and then move away. 
While it s spinning around, move 
back in front of the Cauldron and 
Tepeai the action about seven 
times Go ro ihe wmqht and \xk 
to the top, then move up one step. 
The lift has a pressure- pad; as 
soon as the creature CC-mes under 
it it will be destroyed. Quickly 
push the cauldron onto- the dumb- 
waiter and send it up. 

Clearing Up: You have to be 
playing Super berk level to do ThiSn 
When you get here, everything 
has to be got rid ot You can crush 
things under ihe weight or send 
thern down the trap door w hen 
you've finished send the lift up and 
a safe comes down. Push it under 
the weight and hey presto 

General Tip; When you Oper. 
the nap door watch out for the 
ghost, because it's very irritating 
To get rid of it pick up a worm 
and walk ir.TO it. 




■ 
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Having troublo with the eeleport 
system? Well, Gerard FazakerJey 
from Liverpool hftS the Wiswor. 

Planet destinations: 

Lett Middle Right 

Znb 1 3 3 1 

Zub3 1 3 3 

Zub3 ] 3 4 

Zub4 6 5 3 

ZubS 4 6 7 

z*e I 4 5 

Z-db 7 B 9 6 

ZubB 1 » 7 

ZubS 7 10 a 

ZuhlO 9 9 9 

If you"re uncertain whether 
the next base ia upper right or 3eft. 
always nravel to the left when 
trying to gat your bearings. Crash- 
ing into frv barrier at left means 




Poke methods 



ygu can stay Oh the platform, 
whereas you fall off at the right. 

If you're further along the left 
slide of the screen, ensure that 
you're pointing to the right for 
firing, as the aliens come down 
from the centra. The reverse obvi- 
ously applies when you're on [he 
right. It's fair easier lo get into a 
safe position to shoot the aliens by 
waiting for them to come lo you. 
Single touches allows correci posi* 
Lotting on ihe platform 

Uefoe making the last teap 
onto the transporter, check your 
life indicator. IF it's considerably 
above the gun then carry on but 
if ifa only |yst above it then reduce 
energy a bit so that you can get 
extra power pills at the end of the 
level. 



Here is how to input the major- 
ity of Chess Mn<i& pokes. The 
inalrucliona for each poke toll 
you which ot the two different 
methods to use. If you have 3 
G64 or 6128, you'll have to type 
I tap".' before typing either. 

Method 1 

Make sure that youVe re% 
wound ihe game tape to the 
beginning. Mow type in the 
poke lining, Then lype RUN 
and press ihe timer key. 
(Don*T use the key marked 
CTRL or Control; that would 
stop the poke from working,) 
Press the Flay key on the cass 
etEe decki and Then any key on 
tHe main keyboard - the 
spacebar will do nicely. The 
tapft should now start to play 
through in the normal way. 

Method 2 

For this method, you have to 
skip the first bit of the camo 
programs 



To do that, start by re 
winding the game tape to ?he 
beginning. Now type in the 

listing 

Then lypc CAT and press 
Enter. Start the tape by pi eas- 
ing Play and then any key. 
Them wafah the screen. 

Afk.-r a lillic While you U 
get the message 
Fun e>d SntKtthttift block 1 
It doesn I matter what the som- 
t~?fk m cj actusll y is; this will vary 
from one game lo another. If 
the instructions with the poke 
jusl tell you to skip the Orst 
block, you should slop the 
tape h we. 

If the instructions tnll you 
to skip several things-, stop tho 
tape when the f-ouKl mes- 
sage, comes up for (he last 
thing you're trying to skip. 

Once you've stopped the 
tape, press* Escape, type \UH 
and press. Enter. Now press 
Play on the lapedeck and any 
key on the keyboard lo star l 
(he tape running. 
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February winners and March challenges 



Roger Payne of Aleester has come 
up with infinite time and invulnera- 
bility for lhe Audiogenic platform 
game, making it more Than easy. 
Enter using Method 2 to skip the 
First block called TAPE 



J ' Cant rapt 
2 'Aistrad 
10 0PEN0UT" 
ifl h=HIMEH: 
30 CL0SE0UT 
40 MADE 1:1 
42 1,12 
W :hk 3,0: 

50 LOCATE 1 

52 pr:nf h co 

54 LOCATE 1 

60 LOCATE 5 

62 LDAirr: 

tk ttti*! 

7C P3<E Sit 

80 PD<E SSt 
*SCE7,Q: 
90 ENr 1,50 
95 ENV 1,15 
fOO ENT 2,1 
ICS E IV ?,i 
110 ENT 3,5 
t 1 S EMV i,l 
120 ENT 4,2 
125 ENV 4,1 
130 ENT 
135 ENV 5,1 
HO E NT 6,? 
H5 ENV 6,1 
150 ENT 7,1 
155 ENV 7,7 
160 ENT 8,? 
165 ENV 8,1 
170 ENf 9,1 
175 ENV 9,8 
180 CALL 53 



l or 

Ac:ion Feg 37 
d" 

MEMORY 1999 

NK 0,Q:BOR»E!I 0 
,24: INK 2,20,10 
SPEE0 IKK 8,8 
4,6:PIN 1 
ntf -ept^on" 
6,l0t?EN Z 
ading" 
,15:PEN 3 
CALL 28650 

E3,0:P0KE 
POKE 5,0 
E6,0:POKE 

POKE iiciM 

60,-100,1 

5,-1,12 
>9D,1 

0,-1,22 

V1*20 

,100,1 

50,22,2 
3,-1,4 
50,20,1 
5,-1,10 

700 



1 * tontf&pt i or 

2 'Amstfatf ft:tior 
10 OPfMOUT" d " 
20 h " H j MEM; HEKUH Y 1999 
30 CLOSEDUT 

MODE 1:INK 
50 BOEDER 0 
60 INK 1,12,2* 
70 INK 2,23,10 
SO INK 3^Q: SPEED IMC B,S 
90 LOCA'E U,6:PEN t 
100 PftmT"contrap:ieif < 
110 LOCATE 16, 1 L: PEN 2 
120 PRINTLo-adirV 
130 LOCATE S,15:PE* 2 
H() LOW !": CALL Z8650 
150 LOAft'l" 
160 POKE SSC53,0 
1?0 POKE B5£Ei,0 
180 POKE SSCES,0 
190 POKE S5CE6,0 
200 POKE S5 : = 7,0 
210 POKE &5C£S,0 
220 INT 1,50, -2,1,40,4,1 
230 £NV 1,15,-1,* 

240 e nt z/ao, -100,1 

250 ENV 2/5, -',12 
?«0 FNT 3,5,90,1 
270 ENV 3, ',0,3 
280 ENT 4,220,90,1 
29D ENV 4/0, -',22 
100 ENT 5,220,-99,1 
310 ENV 5,11,-1,20 
320 ENT 6,2/00,1 
530 EHV 4/, -1,2 
540 ENT 7/50,22,2 
5S0 ENV 7,75,-1,4 
360 ENT 8/50, ?Q,1 
370 ENV 8/5, --,10 
330 ENT 9//, 40 
390 ENV 9,8,-% 5 
400 CALL 23700 
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Several regulars have done the 
business this month and deserv- 
edly got themselves prizes. 
Piidt of placa goes so Tony 
Hoyle for his Trallblazet and 
BaoiYidark pok^s- 

The mnners up are: Nicho- 
las Pflvis for his Gi&m Beref- 
poke, Peter Featherstone few 
his Itf£fcrjbrre poke, Kenneth 
Bamfard for his T- 1 Door tips, 
Ian Curry for his Bark !q Rcgl* 
ily map, aid Phil Howard for 
his Ligrhtforce and Herbert's 
Dummy Jftji? poV&s. 

One ptfce that won t be 
going out s-.ihat. for Ridhard 
Failey for the 'itjfiitTztQr hps in 
last issue. They are: Lhc sarr.e r 
word for word, as those printed 
in another magazine. HI remind 
you acjain that this sort of thmg 



. ls an infringerticm of The copy- 
right laws and you're doing 
nobody airy favours i>y indulg- 
ing in St. Wb can'i check every 
oiher magazine ourselves, but 
if we do discover O0p>nng at will 
end up hi the bin where iubbiah 
belongs: Maybe I'll Mart send- 
my ou[ letter bombs as praes 
is the worst offender*. 

Once agax we're selling 
you some devilishly difficult 
challenges: 

► A map of nmloid. 

Infinite » flame poke for 
Thanalas. 

P- R playing guide for 
Staigtider. 

Irifiriite-strengih poke for 
Gauntlet. 

il playing guide for Aliens, 



Timothy Dowti from Foraby has 
finished the third part of the 
game. Here'* Me dramatic solu- 
tion. 

After loading the game you're 
asked the name of the warehouse; 
answer TipTree'. You'd ruid your 
SOt) m 'M top left corner ot the 
screen, your hist ohjecttw bo:r,g 
to clear the warehcn^s of Eussict.-'i 
soldiers. Examine your machine^ 
gun to make sure it works, chen 
moire east and set up your booby- 
rrap JVtoVe wesf rften south, Now 
you have io kill the Russian cap- 
tain, Drop the screwdnver and 
you find yourself hiding ;r :he 
shadows. The capiain comes out 
with his Sinail pistol and you 
sneeze (well-tinied, ifffl^ ll?). Re 
cornes closer and yotfre lett to 
son him out Gel your krjfe out 
and use si 

Pick Ihe Kcrewdrfyftr up n 
moi?e east and vise year grenade 
- just look at the mess you make. 
The boobytrap you set goes oft 
you *m&ak into ihfli room and find 
a soldier looking toi his gun Use 
youjy tint Move feassf and 
miQCumts i® shui off the aJarm, 
then north and blasi the door off 
with your dtotgm 

You're in a room with a filing 
cabinet Use the shotgun again and 
you go east to a room with another 
cabinet. Use the shoigun again and 
you nonw to a Third cabinet If you 
use your geiger-oounter it qroc-s 
bananas, This is obviously the 
room #tfh the nuke t so look 
among your icons for a numeric 
keypad, The code is 12051987, 
a Ftp- the date discovered rn pan 
rwo. ::• [[.. 

Use the ^clew-driver to Eake 
the plate off. Look and you see 
three coloured buttons - press 
red, yellow and ih&n greer, Mow 
vuu bdve to hurry, change icors 
and use your wirecurtors: cuf f/io 



Terra Cognita 

IA Stevenson of Sleaford has come 
up wi!h infanite lives for the Code- 
masiets budget game. Enter it 
using Method 2 to slap the first 
blccfe called terra-COGNTTA- 



1 *Terra Cognita 

I 'Atstrad Action Fea 87 

10 OPENftuf "d" rNEHORV m 

ZD IKK 0,26;BOH0tR 0 

30 INK 1,v:r10DE 2 

40 LOA9"!",SC0fl0 

SO LOAn%1CO0 

60 POKE A1 9AE # D 

70 LOAri'^ZBDDO 

80 CALL 'OOA 



r 





i 



CHEAT MODE 



TRAILBLAZER 




Tony Hoyle of St Annes has done 
a lovely job on (ha Gremlin game, 
making use of an intentional cheat 
rncde and Ehrowrig in two oT his 
own. The poke allows you to 
choose several sprites and types 
of track, as well as to have infinite 
time and jumps. Jusl typo it in. and 
Tim fit with the came disk in ihe 
drive. 



1 1 Trai Ibtaze-r 

2 1 Anst rdd Acc icn Feb 87 
10 H0)£ 2 

20 PHIHr'Traqk?" 

25 PRt«T Jr ;0 = nor^ : , 1 = cji 

d) INPUT tract 
13 IF *racx<0 Oft t-ack>3 

THEN 20 
40 PB INT : PR I NT 
*2 PRIhT"SprUe IP 
*4 PRlNT"(0sbaU, tesp.rin 



bt, ^-sphere, 5*heUccpi 
tf # 6 = thing, 7"greal in V 

50 INPUT sprite 

60 II spr' : te<G OR sprftfl 

>7 THEN AO 
70 PRIWT : PRINT 
7? L»PUT"lnliiutt flit 

74 tf=UPPER*US) 

76 IF ii*"V THEN i t = 1 

USE IF tl = "N |r THEN 

ir=Q ELSE GOTO 70 
80 PRIHTsPSIHT 

51 ;!»PUr"lnf thi te jumps 

84 ts-uPPEat(tS) 

86 IF T*~'r :H£N 
ELSE IF tteW V «CM 
;=Q ELSE GOTO 80 

90 POKE MOOM^track 
+spr i te 

100 NOOfc 2 

110 PRJNPPut TrjU&lazer 
disk io dnve * t*en hi t 
3 key" 

112 WHILE INKEU= J ";WENfc 



120 x=84031 

*<5f) IF it?l THEN RESTORE 

1 8€ :G0SUS 1,'U 
140 TF tj*l TKFN RESTORE 

190 iGOSUB 170 
150 RESTORE ?0D:GG5UB 178 
160 x-E800{):RESTCRE 210 
165 G0SUB 17tt:C*LL 68000 
170 REA0 ai 

175 IF s$<>"u" TH£N POKE 
^VAL<"8 B, 4a$}:x=x+1:G0T0 
170 ELSE RETURN 

1B0 DATA 21, 00,00, 22, 

190 0ATA 3t, [10, 32,50,23, 
ti 

?00 DATA £3,00/34,** 
210 DATA Z'<, 00, 40,11,20, 
fl3,01,0D,Ol,ec,bO 

230 DAT* 5*>*M2>*t*W* 
21,OD,01, 11,00,00 
240 DMA 0e,41,dt,2f,8Q, 

21, 2 J r, 03,22,82,01 
250 MTA t3,C0,0l,x* 



Doomdark*s Revenge 

Tony Hnyle of Si Armes has com* 
pieted a challenge and given you 
control over sdi 128 characters In 
the game. Use. Method 1. When 
you select a character in the game: 
you U have all 12B to chouse from. 
And ir will never go dark - an 
intjiutc. daylight poke 



1 1 Doamdark 1 s Revenge 

2 'Amscra-d Act i or Feb 87 
10 MfMORY S 1 7 F F 

15 L0AD"ddrr ,i1»ED 
20 POKE S.859,0 
25 P0<E t18*MBE 
30 X-I9E00 
RE 45 :i 

45 IF aJo"n" THEN POKE n 
,V*Lr i & ll ^aS>:x-x+1:GOT0 80 
50 C*.L 81S0D 
60 UU 3*,00,52 / 06,9b,21 
7D DATA 1f,3t,ZZ,9*,91,3tf 
80 DATA c9,32,9d,91 f c3,50 
90 DATA a?,** 



A real treaE for owners of FTL's 
shcot-em-up two rape pokes and 
one Tot the disk Peter Feather* 
stone of Leeds has produced a 
poke for lite cassette version that 
gives infinite lives and invulnera- 
bility f lines 100 and 1 10) RpM then 
convened :f to work wuh the disk 
version. Enter the tape poke using 
Method 1. The d:$k poke you just 
type m. save onio ihe game disk 
and rJn. * 



Disk poke 



iiiwimiw 



Tape poke 




Meanwhile, Ph:l Lecjend-:n- 
his-own-Assembler Howard of 
MapperLey has been rummaging 
around to find some lovely little 
pokes as well ll not only gives 
you four bullets every tune yuu 
press the hie buUori, bin provides 
the Escape key as a pause key 
(restart with Enter). When you 
restart with ihe " * ' key you gel an 
extra life. Use Method 1. * 



1 ' Li ght force 2 

2 'Just red Act i en Feb 87 
10 DATA Q0,5t,ff,32,Ba, 

8a,3a,00,b*,3e,32 

20 our* M,b*,fe,Q3,d8, 

af,32,00,be,3e,ef 
30 OAT* 3Z,8a,8*/t9,21, 

2s, 7b,36,e3, 23,36 
40 DATA 01,23, 36, be, 2' , 

30, 85, 36, cd, 23, 36 
50 DATA 33, 23,36, be, t3, 

i1,73,3e,4Z,cd,1e 
60 JATA fct,2S,i$,3?,i2, 

cd,1e,bb,20,f9,3f 
70 DATA 12,cd,1e,bb,?0, 

0a,3e,1c,cd,1e,bb 
80 OAT A 28,f2-,cd,dt,7£, 

3s, 89, 8a, :9 
90 MODE 1 lOPENOUT-w"' ; 

MEMORY 1500 
100 rQ:f0R nlBECC 

TO iB£5: 
110 READ A 
112 a-VALC r| S"taS> 
120 POKE *,a:ry+a;NFlCT | 
130 If y<>5227t THEN PRINT ' 

"Data error !":END 
140 LOAD" li ght-orte" 
150 POKE 3642,8(3 
160 POKE 8643,(1* 
170 POKE 8644, 89E 
180 CALL 85DC 
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Welcome to 1987 - any year that starts off with no 
fewer than six fuii t unexpilgated pages vf copy from 
the Cowled Crusader can f r be all THA T hud! Especial- 
ly not when you get the lowdown on Silicon Di-eatns, 
go hunting for Apache Gold, fall through the ice in 
Winter Wonderland and gasp with horror as the Filg 
sinks his teeth into Dracula! 

And if that's not enough for you (it won't be), 
there's a look back at 1986, in which the Pilg speaks 
his mind without restraint, and a look forward to the 
rest of this new year and the masterpieces it might 
offer us. So put away that pipe, Bilbo, and read on... 



Silicon Dreams 

Rlinhrrd, L14.K an i <itu#tm, £W.K ditk 



OK, my friends, here's your starter for tern 

What offers you 'over 600 illustrations, over 13 million locations, 
a hug© 1800-word vocabulary ultra-last response times, a new 
language interpreter, multi-command sentences, type-ahead and 
multitasking'? 

Answer: The latest press release from Rairtbird Software. 

Yesair, this press release, in which Rainbird publicity merchants 
discuss their latest Level 9 blockbuster, Silicon Dreams, is so fraught 
with fact, so packed with detail, that it could almost be an adventure 
in itsell Is this trilogy really that stupendous? Let s examine the 
record... 

1. E Over 600 illustrations' 

Yup, 'tis true, fellow Pilgs. The three games tally well over the 
600 mark altogether. However the Pilg's feelings about Level 9 
graphics are well known - I really don't think they're terribly good. 
Level 9 argues that without them its games wouldn't get a look-in 
in the British market which has beer, dominated by picoes ever 
since the Hobbit. There's a grain ol truth in this, but tofocom doesn't 
seem to have much trouble. Surely the answer is to palish up your 
adventure programming techniques rather than rely on second- rate 
graphics to sell a game. 

However, the pics are there, so no use moaning. Even Snowball, 
originally a true Level 9 text-only classic, has been 0ven the dubious 
blessing of graphic detail. Ah well, plus ca change - but it's not 
the same, in my opinion. 

2. l Ovr>r 13 million locations 1 

OK, you guessed it. What this really means is over 13 million 
places to go 1 . And in case you're confuted (you will be), there's a 
lot of difference between a place to go and a location. A location 
is a unique place with a unique description thai has a character all 
of its own - be it a broom cupboard or the Casino in Worm in 
Paiadise. 

So what's a "place to go? Well, in Worm in Pazadise the luckless 
playei nuts! cope with the Eden transport system, which offers 
literally millions of destinations. Each of these destinations is 
colour -coded, but they don't offer you anything particularly different 
to all the others and certainly can't be considered as locations. The 
best guide to locations in this case is the number of graphics - 'over 
600 1 - since there's a piccy for every place. 

3- 'Huge 1 B00- word vocabulary' 

Yes, we'll let them have that one. though Tin tempted to think 
that a large number of words included in this aren't going to help 
much with actually playing the game. If anyone who's cracked all 
three games could count the actual number of words needed to 




era-armed band* bettors you I 
*c ca*no Won, fW^ »™ 

finish the game, f d reckon 
that it would be under 200. The remainder 
will either get you some form of That's just scenery' message, or 
be otherwise unproductive. Still, this is standard practice with 
adventures, so Tm not complaining. 

4. 'Ultra-fast response times." 

1 didn't actually notice these while playing, I suppose that's 
because they were so quick. 

5. 'New language interpreter- 
More about this below. 

6. 'Multi-command sentences' 

I should think ag tog. This is 1987, noi 1066. Even GAC gives 
you mu hi -command sentences. 

7. Type-ahead and multi-tasking** 

Tf they hadn't bothered with the graphics, we wouldn't need (he 
mulii-tasking, wluch enables you to input text while the picture is 
drawing. Really, to call this multi tasking (on an 3-bit machine like 
The Amstrad) is a bu much - all u does is mate the computer first 
draw a bit of picture then check to see if you've typed anything, 
then draw another bit of picture. In other words, dare T say it, the 
program is running m some ways even slower than it would 
otherwise (just watch those piccias struggle onto the screen). 
Multi tasking-schmaskmg, lievel 9! 

No, fellow Pilgs, what's really important about this collection are the 
following points: first, you get all three games in one wallop, which 
at the price is a good deal if you havent got any of them. 
Second, you get Wfl RES 'ORE/ RAN SAVE and 93PS (which enables 
you go back one move) at least you do on the 6138 - 1 wasn't able 
to check up on the 464 version. 

Thirdly, you get some enhanced location descriptions. Level 9 
has larted up all three games somewhat, though on playing them I 
didn't really think thai this had made any real improvement. The 
games were quite good enough as they were, specially Snowball. 

More to the point, here is what you don If get, All those 
high sounding features and reprogramming simply disguise the fact 
that these adventures are already beginning to look long in the 
tooth. They are programmed according to yesterday s rules. The 
'new language interpreter" simply does things like say That's just 
scenery if you a^k abom an otherwise irrelevant object that s just 
been printed in a location description. It still can t handle inputs 
involving 

interaction with other characters, like <IP§ KM9ERLEt # UHERE ARE UE? 

And that has to be the way forward with adventures. We Pilgs 
have had years collecting treasure and banting with Ores - now 
we'd like to do some good ol" interacting on the human-to-human 
level 

This package is a triumph of reduced-cost re packaging. It's 
great value and I fully recommend it on thai basis. However, if I 
were Level 9, I wouldn't be releasing more than one new tide m 
1981. Td be spending the rest of the time changing my programming 
[acnes, introducing interactive characters, taking advantage of the 
increased storage space on disks, and either abandoning or 
polishing up my graphics. 

Otherwise 198fl will be the year Level 9 goes under... 
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The three 

games „. 

Silicon Dreams is a trilogy of 
games concerning man's efforts 
to colonise the planet Eden. 
They ail feature robots, hi-tech 
gadgctery, and a certain 
amount of Level 9 
philosophising about matters 
political and ecological- Each 
game has a unique character, 
from Snowball giving one of the 
best conceived Tm m a space- 
ship' scenarios ever, 
to R&ruiv 



fo Eden's extraordinary wildlife, 
including a kleptomaniac parrot 
and some very odd plants. 

• The game that thrilled a thou- 
sand journalists when it was first 
released. Snowball was so pop- 
ular that it was even serialised 
in a major {but now defunct) 
weekly publicattott As Kim 
Kimberley (female) you awake 
on board the giant spaceship 
Snowball to find that the voyage 
to Eden, prospective new home 
for humanity, is going badly 
wrong. You have to set things 
right. 

Snowbail is a DIFFICULT 
game. First you have to take 
careful note of the colour- coded 
locations , and secondly The act- 
ual shape of the ship itself 
makes mapping difficult And 
some of the puzzles are fiend- 
ish. However, if* brilliantly de- 
signed and remains one of the 
milestones in Level ffs history 
as Britain's best adventure 
house. 

• Return to Eden has you strug- 
gling through the junglfi to 
reach the city of Enoch, pre^ 
pared in advance for the human 
colonists by robot 
constructors, 




Unfortunately the defence ro- 
bots in the city have got the idea 
thai the Snowball spaceship & 
an invader rather than the home 
of their new colorusts r so good 
or Kim must leap into action 
once more and stop them de- 
stroying it 

The game has sonre very 
enjoyable scenes especially 
tn the Eden jungle. It also has 
a rather tricky beginning, in 
which you have been sentenced 
to death in error by your fellow 
colonists and must escape de- 
struction, Twill take most peop- 
le quite some time to work this 
one out... 

• W&nv in Paradise is the most 



recent offering of the three. It K s 
abo the game where (lo start 
witK at any rate) the repro 
grarrtmmg is least evident. The 
acnon takes place 100 years 
after the death of Kim Kimber- 
ley when you awake from 
artifically induced dream to find 
out that you've forgotten who 
you are. 

From being an out-of-work 
drifter you must progress first 
to employment, and then to 
membership of the rubng clas- 
ses. After that, whether or not 
you do anything to change the 
rather dismal life on Eden is up 
to you... 



A odour 



^ ^ Sno^Uwl Wort* * P*™*# 




Apache Gold 

Incentive. O $S cut 



This is one of a new range of games brought out by Incentive, all 
of which have been created by the Graphic Adventure Creator. 
They have all been awarded the Medallion Adventure Award, which 
means that Incentive reckons they're pick of the pops How do they 
rate? 

Well, so-so. Apache Cold is quite good fun - you toddle around 
the country in your faithful wagon, hobnob with the Spirit in the Sky, 
pinch things from Indian wigwams, and even TALK to some crusty 
or frontiersmen There's a good sense of humour throughout the 
game thai wont have you m fits of laughter but keeps gameplay 
lightneasy And the graphics are in some places excellent. 
Certainly a slight bit bener than Level 9"s, 

The weaknesses of the game are really the weaknesses of 
GAG The parser doesn't tell you which word it's having trouble 
with, so entering EXAMINE QEWRT gets you the answer Tou see 
nothing special . Maybe there ain't nothing special about • qewit, 
but if I enter EXAMINE WATER FALL, for example, and Tm told 
there's nothing special about it, Fd be mite bit miffed if I laier found 
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out : licit that's became I should have typed EXAMINE WATERFALL, 
Tn other cases there's simply been some carelessness in 
trapping mputs. Ai one point, you're hangutg from a branch above 
soma r&pici.q Emering JUMP INTO RAPIDS gets you the response 
WELL OK 




illll 1 MI.Vl.ll.l 










The desert thins out to GCItUBLflN&S 
outside the entrance to av* OLD RICKETY 
TO UN known as "JAKESUILLE" • ft dusty 

?<*tb leads EAST avid the Desert is HEST 
ou ca« Also see "DOCTOR DODGY* S H 
HIRftCLE CURE WftCQN , "DOCTOR DODGY*' 
What not* th*n (>Artner?. J 




Winter Wonderland 

h^ntifiii £2,35 cd**etta ^^;:;-v^:v::' 

Not content with hunting for Apache gold, Incentive is also busy 
investigating lost civilisations amid the snowiields ol iho frozen 
mountain ranges of Tibet On a mission to check ou the evidence 
for the aforesaid civilisation you come a-cropper in your plane and 
have to strike out on your own across some very inhospitable 
territory 

Winter Wond&rland features the usual GAC format, though I 
dsdnl think the graphics were quite as good as Apache Gokt> 
Perhaps that s because it's rather more difficult to draw convincing 
snowscapes than it is to draw wigwams. The ptiEdes in the first part 
of the game aren't that tricky either - once you've leams to avoid 
thin ice and mastered die use of a flare pistol 

There are the normal parsing disappointments here. Despste 
GAC& ability to cope with complex inputs the game is only as good 
as the programmer and. for example- the input tEAR snon SHOES 




Glittering *ilvtr fir tr**s now 
$H*ngx*i-l* .Golden paths head 



east 
What 



»«rir 
t and 



west 



oo*te to 
north* 
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gets you the response * US I I SNORE 21 simply because the program 
was expecting WE AS i HOW SHOES. Ah well 

Having found your way out of the snowf iekls and the neighbour 
ing mountains you stumble across a Shangri-La type city complete 
with hotel and receptionist CWe've been expecting you... X From 
sheie on the game lakes on a lather cosier aspect, but the puzzles 
make up for this by getting somewhat tougher* 

Not bad, but then you are paying £7.50 for it and I cant help 
feeling that this game - and Apache Gold - shouldn't have been 
released at a considerably reduced price. GAC is a great utility and 
Incentive may justifiably regard it as a license to prim money as 
well as a program to produce games, but in this ewe I don'i think 
its going to pay off. 



Dracula 

CKL, £7.55 cassette 

This three-part 'stunning masterpiece of goihic terror' comes to you 
courtesy of Rod Pike - who was responsible for an earlier CRL tills, 
TftePifgnm. The big d&al here fe that (haavmt knot's how) CRL has 
managed to get the British Board of Film Censors to slap a 'LW 
cenificaTe on the game — which means I hat anyone under IS can'l 
buy it. 

Frankly, my immediate response here is that all the 'IS 1 
certificate means is that anyone under 15 is going to end up saving 
money for better things. If however, you're over IS and able to 
waste £8, here's what you get ... 

The game comes on two cassettes and is split into three parts 
- called The First Night, Arrival, and The Hunt. The storyline as a 
whole follows Bra m Stoker's original book fairly closely - a British 
solicitor is summoned «o Castle Dracula to arrange for the transport 
of some soil from there to the UK, where a newly purchased house 
awaits it. On the way he stops at an inn (The First Night) where he 
has some nasty dreams before making the journey to the caste - 
from whach he must later escape (The Arrival ) 

Later Drac arrives in Blighty and gets biting, with the usual 
niacabre side effects, until the forces of Good prevail... which all 
rakes place in The Hunt' 

The text descriptions in the game are long and vivid, though 
there are very few locations - part one. for example, has only sue! 
Occasional nasty pics flash up on the screen, which are meanr to 
have anyone under 15 screaming with terror. They're not really that 
gruesome - and even less so when seen on a green screen! Nor 
are there very many of them - 1 counted about ten in ail and although 
I may not have seen them all I doubt if there are many mom 

The text and the pics, however, are okay as far as they go - if 
a little tr ;ied ?v r ret' of the game is pretty diabolical - and 1 
mean diabolically bad not diabolically evil! 

First, the parser. This can cope with only two words and even 
then refuses to do basic dungs Hke tell you which word it doesn't 
understand. Instead ifs back to the prehistoric You catfi do thai 
and 1 don't understand" responses when the program doesut get 
what it warns. 

This unhelpful attitude is sometimes misleading. For example, 
if you enter PUT KEY ROUND NECK, the program answers I -wve &0N£ 
THAT when in fact all it lias done is drop the key (Put being taken 
as synonymo::* v.Th : - and only two words scanned). At other 
times if s just annoying. If you have a key to a door, you expect to 
be able to open it even if it's closed and locked However, Dracula 
is one of those old-style programs that tries to make a big puzzle 
out of opening doors, so first you have lo ini0t< 0C0R k then you 
have to OPEN DOOR, and then go through it. After a while this son of 
thing gets rather dull - though to be fair oil DrfiCtd&> a number of 
other programs still insist on ihis tedious process. 

Other examples of parsing ineptitude are understanding the 
input STOP COACH as meaning Hi!", or saying I 30 HOT HAVE A SOURCE 
Of IGNITION when asked to light a lamp and carrying a match. The 
answer in the latter case is that you have lo S r ftlKE HATCH first, but 
1 don'i think the program was being very clever there. 

Nor is it clever when right at the beginning you are confronted 
by an angry coachman. Your obvious ploy is lo pay him for the 
journey, but a quick I N V £ N T 0 fl Y 'reveals thaJ you are carrying nothing 
of interest. However, you must presumably have money, because 
typing PAV CDACHPAN sends him happily on his way and money, I 
would suggest, is of interest if it is used to solve a puzzle (albeit a 








N°l AMSTRAD MULTIPURPOSE INTERFACE with 

1) FULLY AUTOMATIC, UNIVERSAL and PROFESSIONAL back up facility 
to tape and disc for Amstrad CPC 464, 664 and 6128. 

2) MULT! TOOLKIT to study/ modify/ develop software/hardware 

3) SK RAM EXTENSION 4) RESET BUTTON for 'warm" reset 

All at an AMAZING PRICE of £46.9* ! 

15 Hayland Close London NW9 0LH 
MUL TIF A CB TWO is UNIQ UE both in unbeatable value end features: 
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Award 




"AMWXNOVSr 



* it li th* only truly automatic back-up efovica - tha program* are RELOADED 
aiactly ■■ 1h»y war* STOPPED an J SAVED, incl. tha colour* and Bound - no 
othar Banpharal can RESTORE COLOURS AUTOMATICALLY and to** 
program* will not RELOAD El RUN pfoparry thin - BEWARE 1 n^d ul* 
MULT! FACE TWO only. 

*Dd*G not occupy any pin u< l^o Am&iud BW ind ^{Jw'flf* 
additl^^ai so'twa'* - hfl* ir-"«-mal flf£ ROW fln<j RAM 

Ate. Programs nfflj (SUPlTfAfUF from ihc tome pot'r.t when RETURN <w fiftQAQ next 

'MEIU-QRkVEhL, fukty EftROfl-THAPPSO w-iih inonpu arm one-touch eoTv-ianris. 
lutnling ccfftpAt^ taffci ir*:& a trivial pnrf&diiirt ?ii you r**c rc dc i$ IC pun In* fcnian 
and f tleci Igpfn ih* ^anu 

SAVE - to uamfe a SAVF f p'o^arr to Ah, Ljm or hyptftljJti 
PEtURM lu CONTINUE * program aflfri any L»pt ration, 

JUMP noi Eg r*(4/rn buEta JUMP to inQlrifr in Mrgss. say 1-S y Ou t &w n ro uti lit in : I i« li K 
RAM ■x(*nsi-an. 

TOOL - 10 Stevu MLJLTI TOOL K'T P D (Ki W. 



£QA4Pftf$ #nfr TUff&U sdv^ fti^ltspe jtU-*m u standard pwgw f*nMrf 
typftatff m vp to 20 $EC0ftD$ fts^* tftf* crtf ff rorttfircffr f^4-5 tiftutt -ton^wrf- or /u*E 
AW 5 AMinufftF /jflff/n Aape TAff xKijw ffffCtEWf €QMPfifS$ifJ& iflftf *#$utts in minim** 
used r/ijyc or f spe. 

"MULTJ TOOLKIT ia tha ertly aAiitiivy E»mbiniillon at hardwpr? and iuftwara 

upkpblfi rjf diaplay iog & modifying EVERYTHING you may vviiah to knO^r *bowl a 
program ard currant atata o# computar. Voo pan PICK- 1 POKE tha tntira 
AMSTRAP wntufita incl. antra &K HAM, ZSO fagiataf« r cntaur*, ate. Vou can 
ouan a WINPQW and acroll through &6 byta bfotka In caeimal P ha* and avan 
ASCII raurg aantatito n I w. *wafy1binu aaan aa iaat ia ravaai m*itMQ4iw 4lc) with 
full on *cr?Pin gdiling;. ¥du ywt INFO 0-n *Cr*flr* modb/ltarf ad^faaa, Lni4frv0t 
moila r no, of Cblractani par Htia. hcrirontaj ayn«. poaitton r lowtir and upp*r 
ROM and RAM tMPok statu*, ROM type, ate. And ALL can ba chanead . . . 

•COMPATIBLE vflih e^HkanB-ion AG MS. .4 AVIS anrJ «ijy oehec de^le;^ 

•Pt,uGi> DlRE^Lv I fii^i CPC J&4. 6 J 2& - rnjod far e>trfls 

•^avie PROGRAM gr a r u |F 25-lin* SCiffW ONLY 

•THRO'JCrH ^Kiflftiion biJS (ur cofiiwrny other pfrriDhfrafe 



rmmfatt iW* THE ESSENTIAL AMSTRAD CPC COMPANION 



Please s^nd me a MULT] FACE TWO at f46.95 plus p&p - UK Cf OO Europe C2.00. Ovtf^eas C3 00 

E enclose a cheque/PO for £ ord&bitmy C3 1SS M^- 

Name 81 address ... 



Card exp 



BMAif ¥iC i £W ■ iSHayJandCkiae London NW90LH® 24 hrs S Q 01-200 8870 ;"AAJ 



The cieversst hardwara device at pr&sent r¥ Amstrad Action 



Shekhana Computer Services 



ORDER BY ACCESS AND VISA CREDIT HOTLINE 01-509-4843 (24 HRS) 
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ADVENTURE 



weak one), 

The test descriptions in this game are sometimes very good 
scary even, tf youre of a nervous disposition. And some of the pics 
(full screen size) are good too But as an adventure game produced 
at the end of I9B6 it is frankly appalling. I remember playing games 
in 1983 that were better programmed than this and 1 am totally 
baffled at CRL's decision to market it. No wonder people wonder 
what adventuring s all about if they get landed with stuff like this 
a fervent sign of the cross should be made at anyone trying to nog 
you a copy. 



Lords and Ladies 
of Adventure 






Silicon 


Apache 


Winter 






Dreams 


Gold 


Wonderland 


Dracula 


Atmosphere 


65% 


10% 


68% 


85% 


Interaction 


82% 


55% 


55% 


45% 


Challenge 


B»% 


56% 


55% 


50% 


AA-Ratuig 


GBfi 


58% 


55% 


48% 



War. but ?£™ 2*fa*. Ararat,. I ^ '2^'" *abi, 
»» Inends eSDe i° „ "* ™9 never bofravs rnpS-,, ™ fomsl4 

H JTSS,"" * <*» 
.... wh - ^ *■». ES^&gjg 



Once more the roll-call of the brave and bafile-weary is printed on 
these hallowed pages. Remember that should you fall upon the path, 
one of the following Lords and Ladies will be prepared to answer 
your call for help «. providing you send a stamped addressed 
envelope and forbear from phoning at ami- social hours! 

Unlike other magazines* the Pilg ensures the* each month the 
list of Lords and Ladies is completely revised. If you've appeared 
on the list before and wish to reappear then you must reapply - 
and of course you should include? an update of any games you've 
completed in the meantime. 

Just occasionally, the Pilg receives complaints about some of 
the Lords and Ladies who have failed in their duties. 1 should stress 
that this vefy rarely happens, but please make sure that you don*i 
offer help on a game which you haven't property completed 
yourself. That will ensure that only truly deserving heroes and 
heroines find their way into this column, and thai any ciy for help 
will be authoritatively answered. 

festie BlaGiT/tt*r. Tartormohnos. Pfirwsf al the Worlds Bfrd 

Derek Robe i+B, 40 MLeti Grcnf*, St4kc*]cy p MiddlestMnoragK Cleveland, TSS 5*I>B 

T^izotTTi cj'j f cur, Uzhan UpAiH, Rod IVfoot;. Gioruins, H®bbx^ Mru-spoir, Dim Darach 
Lee Anthony L PO Bmt 424, Alttante, C helm J ford, EtKX, CM 3 GtTR 

Twin Kingdom VjJtey, Hobbn. Heroes of Ears, Vmy Cst* Adventurv, Lords 
of Time., Castte of Tettoi, Cotiosxtl Caves, Hulk, Sorcerer of GUfttorgue Ctot**> 
Bored of the Rings. Quest of Ihv Jfofr Cttil Mt&aarts BaH Snowbaft, fornix to 
Eden. Worm m P&Mdisc, Einor^d &*e r Sted Moon Price of Mamk. Stiakms* D*fr*. 
M;ndsh&dow t Ten Lftde Indians, GbtfJft WnKirotka, Psrseus *md Andwni&ste. 
Escape /rem Puls&r Qwite, Jtahfa of Sherwood. S&cm of Si Btfde$. Fourth 
Protocol. Pftxw Adwrmtift 

Phil Symonds. Go=jath tio*^ Roimdshnw, WflllIhgloTi , Sumy. SMB 9HH 

M&&*$£ from Andromeda 

Shi^Jt Whytc. S3 Ridqrwjr H^ici Timpi^it-y, A:tnncham r Chfr*Mlt b WA1S 7HL 

AM Lewi 9 uttvertturvtt, Brawn Hoe* GUtsjc Advennwe, Fotwsi Jl the Worlds End, 
Towels of B&byion, Mzndshadow. Never Fnmn& $asy, ft^- Enwvglofs Covo r I^k; 
Saogit Trw! (rf j4j™W Bbcfrroad dstle Bbrkster. Dun DimcH Heroes of Am 
Message fron Ar.tfrofredA, Mondons Qxest, Fmjeqf Sims of Blood, Souls 

of Dark^ Th&Mobbti, Wmkxd 

|au Pmcfrtl, IB AadipaLe Laae, WtvmoatH. IJpiset. DT4 SRS. Tel^ (030S) 78 
41 55 

MindsitadQWi Wewr £t0ing Story, Eoptormov Island, The Hobbfo Pnce of Magik, 

M&ssa&G fi-3r?i Ar drCttfedi* Hew&$ of Sum, Return AO Eddt 

Red EhLniop 43 SutlerLand Avenue, Polio Its tueJdfi. Gl^tdew. G4I 4ET 
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IJ>*t. 653 1 Wougitf it vra* ^ 1 «JOht quid ^ 



for -vxJS, » ^ going t0 Z-TLS*! ^ d ^ 

*e "ten,* P,e ' ^ fou ^ Pqwbidd ?I c,Sd ^ 

^ na ^i Pan] Bp . ^^^b^ for 

- ut fact - m not ftj Ih - '° V «V good ai ^dL I pUuori f*«s 
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c<^i»ternoN <^ 

WIN A TRIP FOR TWO 




TO THE WORLD CHAMPIONSHIPS^ 1 



HERE'S YOUR CHANCE 
TO WIN A HOLIDAY 
OF A LIFETIME 

A fdnld^lic wttek for two in Rome. 
Combine the excitement and spectacle 
of the World Athletics Championships 
willi the sights and pleasures of one of 
the world's most beautiful cities. 





WORLD GAMES 
C6M 64/ 1 2a Cmeite 

Spectrum 40K Cassette mM 
AUri ST Dkk £24.91 

Your Holiday includes 



Of A £14.99 
Dff k £14.99 




Rome is a living vibrant museum with its 
2000 year old past stamped all ovpr its 
modern 20th century face. Visit the 
ancient Colosseum, scene of athletic 
pro we of another civilisation. Gather 
with the crowds outside the Vatican, 
waiting eagerly for Sunday morning 
blessing from the Pope. Enjoy the 
hospitality of a nation renowned for it's 
friendliness and tor living hie 10 the full. 
Rome is not all museums and history, 
its also a modem city overflowing with 
fashton, shopping and nightlife, from 
the moment you touch duwn to the time 
of your final departure your wpek will 
be crammed full wilh excitement and 
fun. 

RUNNERS-UP , 



World Athletics 
Championships 87' 

Held every four years the Wo rid Athletics 
'Championships rival the Olympics for 
rheir prestige and competitiveness. It is 
one of the few opportunities for athletes 
to Rain worldwide acdatm and for 
spectators lu enjoy history in the making. 

How to Enter 

Simply answer the riiree questions below 
and the three questions printed on the 
packaging of the game * World Games", 
complete the entry- form and return all 
items to the address shown tn the event 
of a tie break the most original com - 
pletion of «he caption, as determined 
by the judges, will be the winner. 



the winning prtee indudes two air 
tickets to Rome, hold accommodation 
for one week, two HckcEs for the World 
Championships plus £100 spending 
money. 

Runners- up Prizes 

f he 25 runnersHip will each receive 
cop ies erf Supercycle ar>d Winter G ames 
for either the CBM 64- 126, Spectrum or 
Arwrr.id 





^ Competition 



RULES. 



i T*wai.,MmHi*< L p i ii 
1 Phr 



I t 



+"* a' TrMrt uf J ttt 
W* W fc«F lft "trt«, 

£• fn rWt«>i rr SlGn » t M ml \\ rtfep-fIaT« to" 
k # rJ prafii** * Ji dfiiepieil ri* (ui vi' ■ 1 i rMit -r, 
v *Mkn * f)in jf^MH^rnh- nil be dhqu jliiiHi* 

• IjT ':>■ T\VI|H nl J- . iiTj^Lii 1 1 11 

t M pwnt wm bp not bfr ^ni"irt 

m ht( *rt t^y» fc*rr ml ^iMfrdl a tilt 

ir*** . ■" rtr ^wrm- ,tHt MP fen fa^ b Jc-ii*-' 1 r i 



^"x, RL'NNERS-UP 

✓ ^ ^ x PRICES 

{ on>plotp Jhe questions, jnd aipl. on hrlow together with tne ^ 

cofTiplolcd cjuevliuri^ m>m rhf pjekajftin-^ .ind relur^ to tltc addfess l^-ltj%v % 
All entries must be received no later than 31st Marrh 1987 



✓ Question 1. How m^y hiffc ^ RortW ljulff on , 

^ Question 2. tn whai year wd* the Woman invasion of Urii^in 
f Question 3* Who painted the nenowned ceiling of nV Sisttne Chapel 



✓ Cdplbn (complete tn not mncv than 25 wordsi Rome » ar» appropriate venue for the World Caws rxv^i^r 



N,irTi<- 



Addn 



.,. » J l H1H I -I i PM 



Tel: 



My fnnipyter a .„ „. 

LLS. Cold ltd,, Unit* 23 Holfotd Wiy, Holford. Birmingham B6 7 AX. Tel: 021 356 338* 




ADVENTURE 



Programming 
with the Pilg.. 



DAT,* TABLES 



ACTION TABLES 



Contacting the Pilg..- 

Don't forget that you can always drop the Pilg a line, contribute to 
i he Glue. Pde or perhaps even send us a Clue Cauldron with a 
complete solut-or. to a single game and tips to go with it. The Cowled 
Gwsader ts always k*en Jo hear your views on all aspects of fantasy, 
advftnmring. and Middle Earth mayhem. And, of course, any 
comments about Uus month's column {m particular the Pilg s slighfly 
outspoken views about 1986) are most welcome. 

Write to me at Amstrad Action , or address me over Hie wires 
at my BT Gold address, 83: JNL251 
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0. HAL-SOFT 



Sports simulations 

ADJUDGED JOINT NUMBER ONE SOCCER SIMULATION 

FOR ALL HOME COMPUTERS 

T*ie June and July issues of COMPUTER GAMEfl marine reviewed 16 soccer simulations, including Oeegn";; MATCKDAY and INTERNATIONAL 
MATCH DAY <12Bk SPi, Addictive' 5 FOOTBALL MANAGER. Artie s WORLD CU P end WORLD CUP 2, US Gold's WORLD CUP CARNIVAL Virgin's FA 
CUP. et£ etc. MEXICO was given e NOVA overall r a\.ng and 5 "plan&is"" from 5 fo? Value fat Money. Only one q«her game CQiAd equal this, 
Comrrodgre J $ classic INTERNATIONAL SOCCER. 



ARE YOU STI LL PLAYING THE SECOND RATERS? 



TAPE 1 
QUALIFIERS 



MEXICO '86 



TAPE 2 
FINALS 



A WORLD CUP MANAGEMENT SIMULATION 



On June 22nd 1 986, England'* bid ro b&cofna World Champions f or tht neKi 4 years came to an end m tha Arteca stadium, Mexico Ciiy, Ho* well did 
Bobby Robspn do ? Can YOU outperform hm y P/ EX ICO BB gives YQU L-harge of ihs EngJand ieam 2 years bafora ihe sta*T uf The MaMitn Finefe. Yog must 
experiment will - ] a c amcuaJ squad who failec to qualify f ®f the European Natmns cup, drafting in players gs you see -fit- end nufse the team through in* 
□uaiifyrng stages of the World Cup. K vol: qualify, you mutt choose yaut sq^ad for Mexico, plajr through Phase 1 . the groups of four. Into the lasi 16- Cars 
you no* lake England iwo stages further than Bobby Robson gntf then wir the big one? ittake^ a thorough undecsSaratiflnrjQf internaiipnai fwrhgiito whi in 
MEXICO "36. . 

TAPE 1 (Oju^lift«caJ TAPE 2 (Firwli) 

+ Currant squad of IE players + 20 uss- aefirad p avers * Choose a 20 man squad to take to the lifflte 

+ ANY t&a-r formation you choose. 2 iwm & suust^lutas. * Group of 4 prelims. 16 to final knockout eomp. 

+ jr. match Rietfce any nc of individual player adju-STfnefUS. * T ^*. PENALTY SHOOT-OUTS, where relevant. 

+ Your qualification group: full r&sdlis and table. * Formation and strength ^formation on opposition. 

'ENGLANDS GAMES: FULL PITCH, 22 MAN, 3D GRAPHICS & SOUND EFFECTS/' 

QUAi. SOFT comment : Wr-.h E levels of play, 12 depths of sophistication and "fun" graphEe$. this game can be- enjoyed by B year aid youngster as a 
' fun" game, and by The mnst so pnisri eaten as a Tastfcgl/strgtegy chglJenge or the highest orttefr; 



PACKAGE: Tape 1 plus Tape 2 plus 20 Page Manual In Video 
Cassette" styie ovdk. Qmy £9,95 '57 K RAM bsage ^me wouid cati 
Ms a MEEAGAMEJ YES IT Will RUN ON YOU fl 32k ELECTION. 



QU ALSO FT GUARANTEE [ Seut by 1ST CLASS POST on day 
in* order with P.O„ Cheque, Access payment la faceted. 
Telephone Access nrriers accepted. 



GUAL-SOFT, 
Dept. AA17, 
18 Hazlemere Ro@d r 
Stevenage SG2 8RX, 



Tel: 0438 
721936 



Please supply: 
MEXICO '86 

CPC 464 

B&4, 

em 



Name: ... 
Address: 



■ II bl4IMI* Mf PI 



Access No. (if applicable) 




Odd Job Disc/ Rom £12.95/£19.95 

St Hi the best di$c utility pavkage* 

A complete disc utility with all the programs YOU have told us you 
wanted nil togfithrsr in one nniaiijijc package, A total uf 39k of disc 
spuck? uijed. 

Just iwtj; tit norm- of thv fraturvb: 

•A complete directory editor with which ynu can cxnrninr' the disc 
directory and easily alU-r the content*. * Recover erased programs. 

* Hide programs from the directory, * A complete sector editor to 
examine and/or alter rhe contents of files in HEX or ASCII. • Map 
out your disc and J oca wh^re flJ« arp the disw\ • Prevail 
programs from accidentally bcin^ craved. • An intelligent disc 
copier that can copy those damaged/ nun-sta rid wrd ^ectur^ tm a 
single or twin drive system * Formal in half the time on either 
drive. Ideal for 5.25 inch second drive** • Transfer your little used 
programs, "files from disc «nto tape tn reel dim expensive disc sp^ee, 

* Increase the speed of your disc drive by up to * Load and list 
pmtneted BASIC programs, ■ All instructions are supplied on disc 
on it separate help mrnu. » Simple to use with single- key selection. • 
Makes full use of the disc drive. A t.r> A, A to K h H to A, p.tc. * 
Compatible- with all AMSTRAD CPC computers. 



AMSTRAD SOFTWARE UTILITIES 
FOR CPC 464/664/6128 COMPUTERS 



FldO Disc only £11.96 

A general Tile and disc organiser. If you cftti never find lhe 
program you want, then VliK) is your answer Its many 
features will allow you to completely organise all your 
files discs and manipulate (hem using a specially 
designr-d database. This menu driven disc can siore up lo 
200 diHCK or 2.LT0 program Full disc utility sprlion * 
K(?curily password sy^lem (to protect your database I » 
Separate programs runner • Will ifearch and list * Sort 
into alphabetical order * Printer option * Finds free spaee 
■ Very Simpk to use. 

Super Sprite Cassette/ Disc £7,95 /£ 11 95 

Create fast moving animated games easily. 

An extremely powerful and versatile piece of software at 3 
realistic price, SUPKK SPRITK is a metiti*d riven friendly 
program which will offer you hour* of enjoyment designing your 
own sprites, Included is a demo to show you the possibilities of 
designing and writing your own animated software. The complete 
instruction hook gives examples of how to create and animate 
sprites fur your own prugra mining. 

All prices include VAT and P&P. For Europe add C 1 per title. For 
Ausrrabsia add £ 1 .75 per iiite. For re si of world add CI .50 per rirle. 
INC AIRMAIL CONTRE REM BOUSKM ENT * £2.50 
EUROCHEQUES accepted in sterling. 




WHITEHILL HOUSE, 6 UNION STREET, 
LUTON t BEDS, 




ADVENTURE 



Clue-sniffing with the 

Here's this month s selection of tippos, Dont forget contributions 
to the clue pet arp always gratefully received by the Pilg. whose 
contact address L * y.ven elsewhere on these pages And, of course, 
you can always send tips to my BT Gold mailbox, 83: JNL251. 

This month's clues come to you thanks to Joan Pattcctt. Peter 
Dupont, Danny C-ecjg, Rod DurJop h Christian Dowd, and oi course 
the Cowled Crusader himself.. 

Warlord 

From the bear go SEENE to avoid the quicksand. 
Jump onto the straw to avoid injury. 
THROW the meat to the wolves 

Subsunk 

Grease the torpedo tube with butter. 
Fill tlit? glass before pnmr?in(f the smk 
Return fd Eden 

{Ai beginning) Dig Into the molehill and find the comfortable cave, 
where you should sleep wearing your radsui: until after the 
explosion* 

Drop the pea and plant the egg- 

Give the fish- fungus to the leviathan. 

Throw the vine at the woodpile. 

Use the parachute to escape from the island 

The leaf freezes the quagmire- 



Robin of Sherwood 

Pick up the quarterslaft and hghi with Little John to break the spell. 
Examine the statue outside the castle. 

Emerald Isle 

Give food to beggar for ID card. 

Throw long rope over arm in crypt and pull it. 

Drop plank to cross o^ti 

Redhawk 

The robbery limes: 
12.00 Fusor in the jewellers 
13,11 Techno in the bank 
13.55 Rat in the warehouse 
IB J 7 Merlin in the art gallery 

Price of Magik 

Remember [hat the monkey is a brass one, and that the cold room 
is very cold] 

Aftershock 

Climb over the rubble. 

Give buns to elephant to get ramp. 

Use ramp to get over the chasm. 



The Pilg looks back... 
and issues a WARNING! 



What a year was 1989 Jewels of Darkness - one of the best-value 
compilations for a long lime - heralded an exciting new relationship 
between Rainbird and Level 9. Global produced erne of the most 
original adventures to be seen for some time, Old Scores. And finally 
- and best of all Infocom really began to make Its presence fell 
on the Amstrad market by releasing almost all its games on CPM 
format at affordable prices. 

But Set us not be complacent, fellow Pilgs, for there are some 
teensy^weensy points thai the Cowled Crusader would like to make 
about 1986 which may not be welcomed by many. 1 have two main 
gripes with mo*! of the software IVe seen: first, they're too expensive 
and second, they are appallingly programmed. 

Now despite the tact that iW currently showing off my limited 
programming expertise in this column* I dont rate myself pan sca- 
lar J y highly on the hacking stakes. Bui when it cornea to playing 
games that cost ten quid but still don't give you much more in the 
way o! programming than I waft seeing three years ago then... wel^ 
'tis a crying shame, to say the least. 

Take Aftershock for example. £9=95 to you, my fellow Pilgs, 
and all you get are some attractive graphics and a parser Uuu can 
accept complex commands Now that may sound interesting, but 
graphics are only as good as the game they decorate:. Someone 




recently wrote in and suggested Td been harsh on Aftershock, 
which he's played and enjoyed. He even enclosed a complete 
solution to ihe game. „ 

. The solution, friends, fitted on one side of a small sheet of 
BasikJon Bond nciepaper Is that ten quid* ft worth? Mot in my book 
it ain't 

Both Hunchback and Reb&I Planet also claimed a tenner for 
their charms. And in my mind especially on replaying them 
recently I reckon ihat they don'i offer more than one day s 
dedicated playing a* the most. Now look at arcade games - Batman 
(or instance, The Pilg may not be hot on this area, but the esteemed 
Bob Wade reckons chat most people would need about a week's 
serious playing to master ii. And even then you could sti 
something torn playing if ... 

But adventures are virtually dead once youVe finished them, 
And that means they've got to be first-rate to get your cash. 

There have been some good signs, though, Substuik and Spy 
Dtek • both coming in at under two quid - show that budget 
adventure software is both possible and doesn't have to be dross. 
Subsunk took me longer to finish than Aftershock at a fifth of the 
price. Okay, so the pics aren't quite that stunning, but I'm in M 
doub: which game I'd spend my money on. 

So what do you think? L#?b open ihe debate and during (he 
coming year be seallv critical not jus! for the sake of being nasty 
but because if we don't start getting choosy then the software houses 
aren't going -to make the effort. And that, means thit in iwo yeaia 
iume there won 1 * be any UK software houses left 'in business - we'll 
all be buying Origen games and Infocom epics. 

Tq my mind the three most important things in an adventure are: 

► Interaction - particukrly with other characters. Remember the 
poodle in Wishbrfnget. Brilliant! Why can't some UK software houses 
bring a little more life into their Go North/Solve Puade/Gei Object 
garnet? 

Atmosphere. CRLs Dt&cuk> renewed hi Uus issue, almost saves 
its face with some good text descriptions. Imagine what it taught 
have been hke il the res( of the .'game's features had been as good 

► Parsing It really isn't difficult to wnte a game that tells you which 
word it doesn't understand and why it's rejecting your inputs. The 
Pilg gives due warning iha! from now on any game not giving these 
son of options is going to get a pretty hefty black mark And 
RM&m and RAMEESTORE areni thai difficult either. 

So. let's hope :hat L987 sees a bit of oomph from British software 
rouses Tin fed up wiih praising Infocom to the skies we can do 

as wdl, and win ourselves an American market in the process. 
Any mora games that come in to the Pilg £ aweary hands looking 
hke relics from pre-WojbJbjr days are going to haue a tough time... 

AMSTRAD ACTION 8Z 





COMPETITION WINNERS, 




Master Blaster Winners 

Here are the gruesome and the hilarious results ol our Master 
Blaster competition (published in the November issue]. The lucky 
winners of a Saisho ghattoblaster each in the two age groups - 
under and over 16 - are Martin Fagan of Dublin for his; truly i 
revolting one-eyed beast, and Ian McLaren of Glasgow for his 
sidesplitting five-a-side cartoon. 

Second prises of Sony Walkmans go to JUeac Garland of 
London NW3 for his delightfully drawn cartoon strip and to Nick 
Harper lor a nightmarish guitar player (would Nick please 
contact us). 

The third-prise digital watches go to Gareth Hector of Laigs 
for a real slob monster, and to P Newman of Weston-super-Mare 
for his missing- computer gag. 

The ten runners-up prices of Masiertronic T-shirts (Jive in 
each category) go to: Jacob Williams, Cambridge; Paul Aim- 
strong, Havant: Liaket Ali, Leicester; Simon She milt, Swansea; 
Karl Stakes, Ossfitt; Francis A gins, Southport; R Boiseier, 
France; John Conway, Glasgow; Paul Robaon. Middlesbrough; 
J Smith, Southampton. Congratulations to all who entered, 
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A radio-controlled glider, copies of Starglider and chuck-gliders coutd 
float through your letterbox in this great giveaway - 




You can erase through the heavens on a radio -controlled glider. 
Hoai like a butterfly and sting J ike a sapphire H quadpulse laser 
cannon mounted on an airborne ground attack vehicle in Stargikter. 
{breath - td) or terrorise the neighbourhood with a fast and 
lOw-Cying balsawood chuck »g3idtsr. 

If chat sentence didn't take your breath awey, the prises 
certainly wilL The first prise is a superb Veron Vonex fibreglass 
glider with radio control plus a copy of Rainbird s superb Master- 
g™e T Starglider, The formet you can put together yourself and m 
the latter you can happily take lots of aliens aparr with lasers and 

The generosity doesn't stop there. Ten runners-up win a copy 
of the game Just think of the endless hours of fun you can have 
with this classic game combining superb vector graphics, a tremen- 



dous challenge and great garneplay. There are also 50 third prizes 
of a balsa wood chuck-glider which you can put together in no time 
at all. Aimed with this fabulous flying machine you can bring down 
every paper plane in sight, knock over any precariously perched 
omaxnents and crashland neatly into ihe washing-up bowl 

To get your hands on this floating bonanza, all you have lo do 
is answer four simple questions about the game (Hint; why nor read 
the review on pages 50-SI?), Just pick the letters corresponding to 
the four correct answers and write ihem on a postcard or the back 
of a stuck- down envelope. Don't foigel to add your own name and 
address. (QnJy one entry per person.) 

Once you've done that, slap a stamp on it and send it lo 
Starglider Camp, Amstrad Action, Some rt on, Somerset, TA11 
IPY. Ttie entries should reach us by February 11th. 
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buy your 

SOFTWARE 

FROM YOUR 

ARMCHAIR! 




mstrad Action s unique mat 



n 



By thfc time you'vft reached this part of the magazine, 
chance* ar* you'd love to get your bonds on some of 
the software wfcVc reviewed. And that's just what you 
can do- Our moil order lervice allows you to order 
virtually ANY piece of software for the Am si rod 
micros reviewed in the magazine. What's more you ft^l 
CCin save yourself a good sum of money on shop 
prices AND qualify for great free gifts. 

Hey, it's a wonderful way to buy your software! 



SUPER FREE GIFTS! 

Here's ihe great range of casselte software itiat you can get 
FREE with your order - most of these titles normally cost over 
£8. tf your total tirtf is over £ 1 5 you will receive ONE free title, 
and it it's over £30 you get TWOf Use the order form to mark 
you r preferences and to delete any titles you already have. 
{Although we will supply you with your preferences if we 
possibly can. we cannot always guarantee this - it's best if you 
mark at least three preferences in case some are out of stock.) 
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► FREI- gift 



1 r KU MO FU DUMBER! 

Tvro g*isit Ocean &amo5 on one (ape, 
as givon may wilh fche Christmas "85 
I ssue o! AA. If yew missed it ihon. you 
could o#t know, 
£ THE COVENANT * DEMOS 
A 1U I version of the AA- Haw PSS 
game on tape, togelhor with demos of 
fouroiher PSS lilies, and instructions 
fqr (ransferring Jh& Covertarrtto disk. 
A$ lealurod on the cover of &ur May 
1966 issue. 

3. DEVI L 5 CROWN 
Ptoob Software, AA Have. 

4. ALIEN 8 

3D Classic. Ultimate 



5. HERBERTS DUMMY RUN 

Mkrogw fun. AA Rave. 

6. ELECTRO FREDDY 
Arcade Pun. 
7.SPIATI 

Amsoh efHertamrnwiL 
B WRIGGLER {Ufobf} 
Great version Of Cenllpfcde. 

9. PYJAMARAMA 

First Mikfogen Wail/ gamel 

10. SPAN MERMAN 
QdieQDMIft. 

11. HUNCHBACK 

Save E emereWa on the castle. 

12 MESSAGE FROM ANDROMEDA 

CftaJlenfiing Adventure . 





VOUCHER 
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VOUCHER 
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VOUCHER 
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HOT STUFF 



FREE' 

with my order over £5 

A C15 data cassette containins 
high-quality tape specially desig- 
ned for computer users. It comes 
m a library case with bfank inlay 
card. 



HOW ORDERS ARE DEALT 
WITH 

Hrastrad Action Mail Order it tun 
here lei Sarncrton. by the aupver- 
*mcl*rrt SUE TAYLOR, the tromu 
who gets mart ma.il in a day Ihin 
most people get each year' 

UnJe&a your order indadat 
prdqrarris which cut supplier* 
cannOE get held of for fcOme «- 
aso*, Sae dfljp>lch*s all package* 
by first class mail wilkln tiro or 
three working d^ys of receiving 
Ihe ciders Therefore, yon cat) 
n&rtnally tappet to receive ynmr 
parcel at out a wotk to 10 day* 
efter ordering 

ir it's delayed beyand that 
ch Alice* aie yuii've ordered a tiua 
which hasn't yet been released di 
is temporarily unavailable. In 
which Ctec a phone call from you 
WON'T ipeed things bp, flft fid 
the rc^eii* - Jjhcn* tall* *r* vary 
tmiKflM ttmiougj.) If a long delay 
were lUtcly w«*d let vmi knew. 



PLEASE BEAR IN MIND 

1, The fact lhat a program Hi re- 
viewed in the magajcinr doei not 
guarantee St* avaiLabiHly emce 
seme software it reviewed 
BEFORE il has actually be«n 
released. 

2- We are happy la re Fund your 
order al any time np E» The de- 
spatch of the 9 ends. SuE beCa.ni* #f 
the possibility of ccpytao; soft- 
ware h no refund et exchange le an 
alternative piece of software can 
be given after they have been da- 
* patched. Software which, doee noi 
lead may be relaraed for m re- 
placement cassette or.dite con- 
taining the *am* software cither to 
m or direcQY tD tn * iofrwat* 
house concerned. 

3- We cry to he a* accurate a* we 
can with details of price , com pa p j- 
bttiry and diak availaMlity. hat 
cannot accept liability tor any 
error* that creep 



FREE! 



with any order over £1 5 

Your pick of any one of the games 
featured in the Super-gifts box. 
Most would normally cost £8-101 



with any order over £30 

A blank 3 rfc disk OR your pick of 
any TWO of the games featured in 
the Super-gifts t>ox. 



OVERSEAS READERS WELCOME 

Readers in the Republic of 
IRELAND can eider any of these 
goods at Ihe same rates ai British 
readers provided that payment ia 
if *de in pounds SleitLcg. IT you 
wish In pay in Irish pcnndi yen 
mutl add a HL3-50 surcharge ttf 
ADDITION to allowing for the 
current exchange rate - that's 
what it cost* ui to pay in year 
cheque* or postal orders. 

Readers elaewhere la 
EFJtOFE ran it add £1 per software 
item to the cott or tfeeur order. 
PaymeBl mail b-e m ponndi 
Sterling. 



5*-t«i«^t<i«Ti(ftJ5 pawner: la: AA Mailorder. 18 Pimwood DriW*.5n/a*rlc*r. SAEnfjftt.TA! I CJP 




MAIL ORDER FORM 



Name Telephone no. (if poss) 



Address. 



" H PTT1 1 



...... .. 



. , . 



Postcode. 



Machine owned: ~1 CPC 464 □ CPC 664 □ CPC61 23 

Bust tht pfogrtmt irftj with la order in *i* t*U>w, Undw 'PRICE' f*u muilenler ** Ml wammended re Wl uric*. ( Th.a a Oc t J [ha 

ipm is NOT to b* uteti ifr t"f pi «jr sptdal etiMll ysv nwl m*<t Icmis 1 iw™,, ywi ih«yid Uti rem &ri t upwra pece if fvpvf. 



SOFTWARE TITLE 



SOFTWAREHOUSE DISC/CASS PRICE 



FHE^SCOUNT TOTAL 



'K»ew ■si r use f^teirtie »ce*rt»ft« » p*f PR£-&5COU« T TOTAL 

I Urulcr£5 Q CS-9,99Jendo»a50pcl5courtvau^ ^£10-14,99, lonctoseaEl cfiscountwuciier. 
Q £15 13,99, 1 endo&e a£l vouc^&rartddaim a free gift OE20-2G/3& lend^3£2¥0uct*^ardciama fj^gft, 
I I ESO^O.M. I efidos^ a £2 voucher and cUitm twa gife Over £50. I enclose a £5 voudwafid claim r^o gifts 
TOTAL PA Y A B LE FOH M A I L O H □ Efi ( PRE-D .SCOU NT TOTAL minus dUCMJffl) : IT 

AtW *«■ lo ITK *msufM ptyi^ an JA/ *^Ci*l ordsmf fici rsv«rf4 ii^, [ I 

Now tfejsta from Chi? the gune* fr r Ow aLreaSy slave, ar -d c ^de the dries s cu ^ ild pirticul^fly like as yoyf Irsa girl(6} t 

Ku-ig Fl. - Ccv&ian: - Df.-v ■ s Cfown ■ A^ien 3 - Heoerts Djmmy Run * Electro Freddy - Splat! 
Wriggler - Pyja Taenia. - Spanwitian * Hu^ciiback * Mmsaq^ From Andromeda 




SPECIAL OFFERS 



Half Price! 

Special offer for readers faking advantage of these pages: 

ISSUE 4 - with OCEAN 

cassette 

Only 75p if you order any other item from these two pages! 



The 1 1 6-page Christmas issue of 
Amsfrad Acton, with Kung Fu and 
Number One f rom Ocean on a cover 
cassette, retailed 1c r£ 1.50 and as 
a back issue normally costs £1 .85 
You can have a copy and halve the 
original price if you take up any of 
this month's Speciaf Offers. 

The cassette is arguabfy the 
best gift ever stuck to a magazine 
cover, and up to the standard you 

Save chaos! 



would pay pounds for over the ' 
counter. KungFu has superb 
animation and a two- player option; 
Number On& is an addictive roHerbati 
game wilh super- fast 3D graphics. 

And the issue itself isn't bad 
either, with our usuaJ reviews and 
news, a look insfcfe the doors of 
Ocean p and pSenty of maps and 
game-pokes. Supeib vaiue at £1 .S0 K 
and St could be yours for ?5o\ [ 



MAGAZINE BINDERS 



Only £3.95 

You asked for them and now you've go! 
them. No more piles of Axngrrad Actions 
cluttering up your living room carpet- and 
getting, sob, battered to pieces in the pro- 
cess instead a supeib, aisiom-butfi bidder 
specially designed to lake 12 copies of AA 
and preserve them in pristine condition for 
prosperity (£ttd easy future reference). 



These binders look every bit as good 
as the magazine, and include the name 
Amstrad Action 1 embossed in blocked 
Tfftwrvap Gold on ihe spine, individual 
magazines are held m place by being 
slotted behind one of 12 vrires 

Loyal readers, don't delay. Request 
your binder right away? 



SPECIAL OFFER FORM 



AMAZING 

Buy two and get one free \ 

Another incredible offer from the A A 
Dream Fulfillment Department Buy 
any two e/ our afl time top 20 games 
at their normal asking price and yau 
con obtain * third COMPLETELY FREE 
The only condition is that the re- 
commended retail price of the free 
game you ch&ose tanaat be greater 
than that of either af the two games 
you buy, {Yqu cannot far example* 
buy two budget games on tape and 
claim a free full price game on disk! 
We 're generous, but not insane,} 

All you have to do is cast an eye 
down this mouth-watering tisf and 
pick out the games you fancy* Then 
tick two off on the order form and 
tircte the one you want thrown in. 

Remember these are fhe 20 tiffes 
picked by Amstrad Action reviewers 
as the best games ever released an fhe 
CPC machines. You could hardly hope 
for a better way of expanding your 
software library. 

BATMAN 

Ocean Software, tS-BS eass e £14.95 disk 

BOULDERDASH 

Mirror soft, £9.95 cass. £14*95 disk 

BOUNDER 

Gremlin Graphics, cms, £13-95 



FiJI in your name, address and machine typ« on the reverse of ihta form Then places lick next lo Ihose items 

you wish to order* 



1, Cover cassette titles 

Aft aijuBt £5<9S cass f £10.95 disk! 

DRJJD □easfiddfek 

STARSTRIKE2 □ oass O disk 

DOOM DARK O cass □ disk 

HEASTLANO Oca^Ddisk 

HIVE ncassDdisk 

2, Top 20 games offer 

P/msg VCKtfre TWO tiibs you wish 
to buy and CIRCLE the titie you wish 
to rec&ivs free, ffthe three games 
have different ences you must BUY 
ff.'fj marc eiKpenstvetwo, and have 
f&cto&fpGetot&fae 

CASS CHSK 
Batman DCa.95 □ £14.95 

Boukterdash LK9.95 □ £14.95 
Bojndcr CIE3.S5 □ £13.95 



TOTAL NUMBER OF ITEMS TICKED | « 
TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS [c~ 



Ooomdart R. 


□ £9.95 □ £14.95 


Diuid 


□ £7.95 □ £14.95 


Elite 


□ E14.95D £19.95 


Get Dexter 


□ £9.95 


□ £14.95 


H.O.T.Maglck 


□ £9.95 


□ £14.95 


H. EriOOUnlOr 


□ £8.95 


□ £13.95 


Knight Tyme 


□ £2.99 




Ughtforea 


□ £5.95 


□ £13.95 


Mars port 


□ £9.95 


□ £13.95 


Revolution 


□ £9.95 


□ £14.95 


Sorce>ry Plus 




□ £13 95 


Spindzzy 


□ £9.93 


□ £1495 


Stirstriko 2 


□ £9.95 


□ £14,95 


Tau CM 


□ £9.95 


□ £14 95 


Thrust 


□ £1.99 




Tomahawk 


□ £9,95 


□ £■4 95 


TLL 


□ £6.95 


□ £*3.95 



3. Maestro Sound Unit 

□ £36,95 complete 

4. Magazine binders 

D£3,95 

5. Back issues 

AtE1.35r □No.SDNo.5 
ONo.9nHo.10nNo.il 

□ No12DNo13DNo.'4 

□ Issue 4 for 75p! 

(only wWiotlwcders 'rom net* pagan} 



i enclose a cheque or postal order for this amout. plus the total payable tor mail ortter on iho rovnrso of this 
form. Tho payment is mace out to FUTURE PUBLISHING LTD 




PLEASE NOTE 

Tlw*© Offers -ure separate from tlw* 
iftff! of out miiL-oxcier scheme. You 
cannot us* ih# vouchers on ihe roniJ* 
oid«r pdtje so ob&in mrttver dis- 
counts ar.d fre<? girrs we vt already 
knocked oil (he cnotl we c*n? How* 
CV**t, if ynu pTefHr you may Qid.M 
*ny of trie items on this pa,ge 41 ijiei* 
NORMAL FULL PRiCk CnrongH tte 
ordinary mail-order sctaffl* on tfi* 
previous page You c*n ifeoft u*o ste 
?&L«vuu vouchor and, if iha pr.c* it 
over £13, claim ■ Ires gift. Thi* coiild 
make nuoam il you ax* ordering 
othor c/ocds At iho tamo timti, 



SPECIAL OFFERS 



FOP 20 GAMES OFFER 



DOOMDAftK'S REVENGE 

Beyond, £9.95 cms, £13.95 disk 

DRUID 

Firebird, £7.95 case, £14.95 disk 

ELITE 

Firebird, £ 14.95 cass, £19.95 dials 

GET DEXTER 

PSS/Fre, E9.95 cut, £14.95 disk 



ONLY THE BRAVEST FU - 




DIGITAL 
tMTEGBAT*ON 



HEAVY ON THE MAG1CK 

Gargoyle, £9.95 casa, £14.95 disk 

HIGHWAY ENCOUNTER 

Vortex,, £8.95 case, £13.95 disk 

KNIGHT TYME 

Master Ironic. £2.99 cass 

LIGHTFORCE 

FTL, £3.95 cass, £13.95 disk 

MAR SPORT 

Gargoyle, £9.95 cass, £13.95 disk 

REVOLUTION 

Vortex, £9.95 cass, £14.95 disk 

SORCERY PLUS 

Am soft/ Virgin j £13.95 disk 
SPIND1ZZY 

Electric Dreams, £9.95 cass, £14.95 disk 

STAR STRIKE II 

Realtime, £9.35 cass, £14,95 disk 

TAU CETI 

CRLj £335 cass. special ediiioa U4-9S 
disk 

THRUST 

Fife bird, £1.99 cass 

TOMAHAWK 

Digital Integration. £9„9E eass, £14.95 
disk 

TORNADO LOW LEVEL 

Vortex, £8.95 cass, £13.95 disk 



Save £31 

MAESTRO MAGIC 

Stereo amplifier, speakers, headphones, 
onlf £36,95 complete 

Since- the 44 offices took possession 
of a Vanguard Maestro sound system, 
game*ptaying has entered a new 
dimension, 

No more feeble, tinny squawks 
from the wett-meaaing but sadly 
inadequate speaker inside poor 
Arnold* Instead rich r powerful, spine- 
tingling SOUND, 

And the sternal if y&u want to 
make a Commodore 64 owner go 
green with envy] stand him between 
fhe Maestro &p&ak$f£ during a govd 
Amstrad gams. The effect is sfunnmg. 
Only Amstrads can da thisi 

Using the Maestro h a doddle* ft 
fust plugs into any CFC machine's 
earphone socket. It doesn't e.ven need 
a sepamfe power supply? since it 
cleverly finks up to the Amsfrad f s 
own. Once it*s there you just pasifian 
fhe fwo powerful speakers, adjust th? 
balance? using two independent vat- 
ume controls, then sit back and soak 
up that stereo. 

And if the noise annoys, you can 
always use the pair of headphones 
supplied for private amplified iisien- 
ingi Or better yet you can link up to 
your own Hi Fi speakers and blast out 
the entire neighbourhood! 

We think the Maestro is magic, : 
and we're defighted to h& abh to offer 
it at £3 off the recommended retail 
price. 

A great chance tc discover what 
y&ur Amstrad is really capable of.. 



COVER CASSETTE 
SOFTWARE SENSATION 

The big five Telecomsoft titles at art incredible £5*95 * each! 

Amstrad Action's Christarnas cover 
cassette at lowed you to taste some 
superb software from the Telecomsoft 
trio of software labels: Firebird, 
Beyond and Odin. Now you can buy 
the real thing at remarkable law prices 
exclusive to Amstrad Action readers! 



Save £4 

D0QMDARIC5 REVENGE 

Only £S.9S tape, £10.95 dink! 

The massive Beyond epic with thousands 
views, sluxinsng atmosphere. 



or 



" £5,9$ r* the coitetf* prfM. Disk wre/ens test 
fa**£J095 

Save E3 

DRUID 

Only £5.95 tape, £10. 95 disk! 

If you think level 2 was good, you should 
try the rest of this classic AA Mastery ante- 
Save £4 

STARSTRIKE 2 

Only £5.95 tape, £10.95 dUk! 

Another AA Masteigame ar little more than 

half price. 



Save £<1 

HEARTLAND 

Only £5,95 iapc fc £10.95 disk! 

Yni: were knocked out by the Odin ad. now 
try the thing itself . 



Save £4 

HIVE 

Only 45.95 tape, 110.95 disld 
This exciting title is (at time of going 
press> due for an early January release 
We "II send il s.s soon as wq gel h\ 




AMSTRAD ACTION 95 



EXTRA SPECIAL OFFERS 



FREE MASTERGAME 
FREE BINDER 

The goodies pour in when you subscribe to Amstrod Action! 



# enty CQ&te £16.50* to guarantee 
yourself a year f s regular supply of 
Amstrad Action, the only magazine in 
Britain 100% dedicated to the Amstrad 
CFCs. 

And ia show you how much we 
vofue your tampan y, we're offering 
new subscribers an amazing bargain: 
ycur choice of any one of six fabulous 
Mastetgam&s on cassette or disk ab- 
solutely free* If you choose the cass- 



ette version of your game, you can 
also have a g$rg&&u& f high-duality 
Amstrad Action binder to keep your 
magazines in perfect nick tight 
through the year! 

The subscription price covers afl 
postage and packing plus the extra 
cover price of any 1987 speti&f issues 
{there were /we in tt afsa 

guards against future price rises. Wh&n 
you add to off th&t the value af the 



goods you're getting free r and the 
satisfaction &f knowing yaw won't 
miss an Issue in 1987, it becomes 
quite a templing affet f don't you think? 

Forget the PCW 8256? Forget the 
PC J 5 1 2! Give your CFC a treat for the 
New Year* Join the double- A team. 



' fhh price U fa* tKt UK and EIRE U**rlinfl only 
ptacit). The prke for oiti#r Europion eDtm+fiK I* 
£32.50, FwcJh?t5 outside- Eyr&|M &4i4uld wHl» to yt to* a 



Send this form to ' 

A A Subscriptions, The Old Barn, So merlon, 
Somerset, TA115AH 

Offer doses February 15th + 1987 



SUBSCRIPTION FORM 





Pick any one of these titles 
on cassette or disk! 
(cassette users get a 
binder too!) 



Gremlin Graphics addiction, 

Maatergame June 
RRP £9 r 95 cass, £ 1 4 . 95 dak 



Yes, I want to (Hkeoul a 12-month subscription 
1o Amslrud Ac lion and receive a free 
Maslergame. 

Nam« , . 



Telephone no. 



Tick the nama oftha FREE MASTERGAME of 
your Gftoies. 

□ GAUNTLET □ REVOLUTION 

□ HEAVY ON THE MAGICK □ BOUNDER 

□ SPINDIZZY □ DRUID 

Now tick ONE of the fwo options bolow 

□ 1 . Please send mo the Mastorgame on 

cassette AN Da Iroo binder, 

□ 2, Please send mB th& Mastargame on disc-. 

PSeaSQ makn dwquQS and POs for E IB. 50 
payable to Futvm Pubtishing L td Or pay by 
credit card 

Access Visa No. 



Curd expiry dale 



ACCESS + VISA HOTLINE 

If you own one of Hiese OKfil cards 
you can ptoce your order by leiopftartG, 
Just dial 0456-74011 and ask for 
"Credit card outers', _^ 



SPINDIZZY 

Best AA rating ever. 
Masiergame March B-6. 
RRP £9.95 cd*s, £14.9:1 disk 



REVOLUTION 

Pnzzhng Vortex qriqinnlily. 
Mastergame November 86. 
RRP £13.95 cass, £14.9S disk 



GAUNTLET 

Pure gold from US Gold. 
Masiergame. Christmas 85. 
RRP £9.95 cass, £14 95 disk 



DRUID 

Firebird classic, 
Masrergame December 86. 
REP £7,95 cuss, £ 1 2.SS d isk 



HEAVY ON THE MAOICK 

Gargoyle's greatest ad venture. 
Mas ter game July fit*. 
RRP £9.95 cass, £44.99 disk 






AT LAST YOU CAN REALLY HYP 



^^^^^ 



r 



"I JUST COULDN'T BELIEVE HOW MUCH THERE WAS IN IT 

"ACE IS ONE OF THE BEST SIMULATORS I HAVE EVER PLAYED" « 

'THERE ARE FLIGHT SIMULATORS AND THERE ARE FLIGHT 
EMULATORS — AND THEN THERE'S ACE" 



RAF PHOT 



5 C-MlES JC . 
E.HOIS 




COMPUTER AND VIDEO GAMES 



< L-n nn«i Off* ffl l« on From ihff & 64 v«ra*Bn 



Supa Soft Discount Software 



TOP TWEWT/Y AHSTRAD TITLES AT D3SCOUNT PRfCJIS 
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gOFTWAflEHDrWM STOCK f Ofl THE l$T? PLEAS E BWG FOR Git A I LS 1 *fllCES 
p« r $ rs *5J p*J Lep* .14,*. g^tr g.iV, 

Crw^w r Otter* i;£i*f in§ e^ly preu) p+^ft to 
&5SO&UNT SOFTWARE, DEPT 1 . ft p H ICHOLiS TO WER. HA RLOW, ESSEK, CH 1 6 6EF 
TILtPNWtCKJJ^i 29056 WEEK DAYS QNLY FUiASI 



BEST BYTE SOFTWARE 
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S EST BYTE SOFTWARE, 1 W EU UR5T G A Ft DENS, TON B RiOG ETN1D2QZ 



PUT AN ARTIST IN YOUR AMS TRAD 



THE LANDSCAPE UTILITY -Reviewed in this issue 
■ creates its own P!X EL- WORLDS in 1$ colours! A new 
form of computer intelligence, this is spontaneous 
LANDSCAPE CREATION,. • Caslies « Lakes ► Istands • 
Forests • Seascapes * Rocky Mountains * Night scenes 
wilh moon and stars • Winter scenes ... A NEW SHOW 
every day... * Easy saving & loading of screens • Easy 
coiour coitro;s. for fantasy landscapes. • Incredblc pixel- 
wcr^ds in 20 seconds. * For parties and Shop -windows; for 
photographers and machine-code freaks. Amstrad 
Imagination is here - for any CPC machine, 
LANDSCAPE UTILfTY: DISC £22.00 TAPE SM 9.00 



■ PIXELPAMA Spectacular, spontaneous, everchangng 
cotoured displays Irom Ihis powerful machino coda 
program. Sheer visual beauty... never the same Ideal 
cenrepiqee ior tie XN'AS PARTY. 
Easy saving & loading ot screens. 

P1XELRAMA: DISCC11.0D TAPE £8.00 




(BOTH PROGRAMS ON DISC: ONLY £28.00) 
Cis-sues. P.Csto: 

BRIAN JAMES (SOFTWARE) 

21 LAMOND PLACE, ABERDEEN AB2 3UT 

Tel: 0224 639070 



VI Dl© 



THE Video DIgitis«F/Frome Grabber 
For CPC 444/664/^1 26 

Grabs Complete Frumes from Video or Camera 

Giab* In Mode 1 or Mode 2 
Updates Amstrad Screw in 0,3 seconds 
Dig Rises 1 6 shades In Mode 0 En under 4 sec o rids 
Full Software control of 
16 Separate levete of Contreatarrf Brtghtnes* 

ALSO: ROWIBO © 

THE 8 - Rom Box That fits All CPC Machines 

£34.95 Inc p&p from: 

Rom bo Productions, 62 Meodowbank, 
Ladywali, Livingston, West Lottrlan p EH&4 6EL 
Tet 2904* 



ADVERTISERS' INDEX 
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SUPASOFT 98 
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It's Centre, The Queen; Your Mission, Search and Destroy. It's What 




AMSTRAD 8.95 COMMODORE 8.95 SPECTRUM 7.95 









Jt was a one -irva- million accident - 
but Number Five, designed to be a 
strategic artificially intelligent 
weapons system, the most 
sophisticated robot on the planet, 
has escaped - and has come to 
the conclusion that he's alive! 
Now the scientist who put him 
together wants to take him apart 



SHORT 

CIRCUIT 



again to find out what went wrong. 
The president of Nova Robotics wants 
to capture him before the weapons he's 
carrying kill millions of civilians. 
And the security chief wants to 
blow him up so that he can get 
home in time for dinner. 
YOU are Number Five.. YOU are alive 
and YOU have got to stay that way! 



Ocean Software Limited 
Ocean House 6 Central Str^r Manchester M2 5NS 
Telephone 06 1 Sil 66 33 Tele* 669977 Oceans Q 




Short Circuit tid n-.uVni.vl nr In Vjr rVmres fcir ,w1 PSf) Prvsi-nMlidrHi 
l-THti lii-Mar Hkture*. Irx.dfid CSOIVmiliiwirh. Al^ishs Ki-M.-rv?d. 



